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Mario Pinball. 
Zelda: Minish Cap 
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Spider-Man 2, Rome: Total War, 

Star Wars Battlefront, 

Shellshock Nam *67, 

Richard Burns Rally, 

Terminator 3: 

The Redemption, 

Gran Turismo 4 Prologue + more 
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I, Robot — Film Trailer + 

MTV Music Generator 3 + SingStar 
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Ground Control II +■ Nintendo E3 
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VARRIORS UNITE AGAINST 

Tie legions of hell 





Speed & Greed: Car freaks, this one is for you. Perve 
on upcoming street racing and car modding games 
Juiced, Midnight Club 3 Dub Edition and Need for Speed 
Underground 2. We did, and we liked what we saw! 

Spider-Man 2: There is a good chance that 
Spider-Man 2 will be the biggest movie of 2004, 
but it will it also be the biggest game? 

Def Jam: Fight for NY: Over the years, violence and 
videogames have had a long and fruitful relationship, 
something set to continue ten-fold in this action extravaganza. 


Grand Theft Auto: San Andreas: Can October 22nd 
come any quicker? We would definitely give up a 
couple of months of our lives to be warped directly to 2004's 
most hallowed date. And you will too after reading our 
comprehensive insight into this upcoming blockbuster. 

E3 2004: Another E3 has come and gone and as 
usual, the industry is ablaze with what's hot and 
what's even hotter for the coming 12 months. And boy was 
E3 2004 hot. If you need any further motivation to get super 
excited about this feature take a long hard look at those 
bikinis above — they are not all that they seem. 
















News: The PSP and DS star this 
month, plus all the industry goss. 
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ProLabs: The latest gadgets & 
modems — tested and rated. 
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Code Vault: You can do it the 
hard way, or the easy way. 
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Time Tunnel: In the Olympic 
spirit — it's California Games. 




COMPETITION 

To ensure that you 


are never out of reach of an 


excellent gaming experience, 
you need a GBA SP. Luckily, we 
have 10 of the little blighters to 
give away, each with a copy of 
Donkey Kong Country 2. 
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SUBSCRIPTIONS 


U fcWe have a special treat for Australian 
GamePro subscribers this issue — not only will you 
save a whopping 40% on the usual price, but you’ll 
be a good bet to win one of 100 double passes to 
see new Will Smith blockbuster I, Robot and a copy 
of the novel. Oh, you'll get your issue before the 
rest of Australia and NZ too. 


EDS 

LETTER 

2004’s E3 — or Electronic Entertainment 
Expo if you prefer — proved once again 
that it’s the world's premiere gaming show. 
Over 60,000 people wandered around 
the cavernous halls of the Los Angeles 
Convention Centre for three days in mid 
May looking at literally thousands of games 
and game-related products. 

There were long queues to see all the 
exciting titles but media is thankfully 
prioritised and Australian GamePro writers 
got to play all the big games on their way 
in the second half of 2004 and beyond. 

We also forced ourselves to attend as many 
of the (in)famous E3 parties as humanly 
possible, and you'll find a massive 16 page 
feature inside detailing the goings-on. 

With so many games showing at E3, it 
was almost impossible to pick one ‘Game 
of Show' but if Grand Theft Auto: San 
Andreas had appeared it might have won 
the award. Even though it wasn't playable 
at E3, GTA: San Andreas loomed large over 
the event, with information and screenshots 
finally being released to co-incide with the 
global game gathering. We've got all the 
available info on the year's biggest PS2 
game inside this issue, and we’ll be having 
a more detailed look next time. 

With no news on any of the 'next 
generation* consoles at E3, the big 
hardware announcements were dearly the 
new handheld games systems coming from 
Sony and Nintendo. Both Sony's PSP and 
Nintendo’s DS impressed all who saw them, 
and while they will go on sale head-to- 
head early in 2005 they are actually quite 
different machines and there should be a 
sizable audience for both systems. 

The release of the PSP and DS in early 
2005 will also fill in time until we see 
P!ayStation3, Xbox2 and Nintendo's new 
'Revolution', which now look like landing 
in 2006. Next year’s E3 will no doubt see 
the announcement of all three consoles, 
so it looks like we'll be back in beautiful 
downtown L.A. again next May... 
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BEHIND THE SCENES 

If you want to see all the elements that go into making a game 
these days, you should definitely check out the comprehensive 
doco on Shadow Ops: Red Mercury. Meet the developers 
at Zombie and find out how they made their sound effects, 
characters and levels and then put it all together for the new 
Xbox first-person shooter. You can also find out about the 
development of PC real-time strategy Ground Control II: 
Operation Exodus and get a glimpse of the excitement of 
the Nintendo E3 Press Briefing and the announcement of the 
Nintendo DS. Check out Shigeru Miyamoto as Link!! 


GAME PLAY 

Lots of captured gameplay and trailers to help you determine 
which games to get excited about. A real mix of styles on 
this DVD — there's Spider-Man 2. Star Wars Battlefront, 
Shellshock Nam '67, Rome: Total War, The Movies, Terminator 
3: The Redemption, Gran Turismo 4 Prologue, Thief 3 Deadly 
Shadows, Richard Burns Rally and Smash Court Tennis 2. 


E3 2004 

E3 might be trade-only and held in the USA, but don't worry 
— Australian GamePro gets you behind-the-scenes anyway. 
We grabbed the E3 show reels from Sony, Microsoft and 
Nintendo so you can check out the big games coming up for 
PlayStation 2, Xbox and GameCube. 

On PS2 this includes The Getaway: Black Monday, Death By 
Degrees, Jak 3, Ace Combat 5, Athens 2004, Ratchet & Clank 
3 and Killzone. On Xbox there's Halo 2, Fable, Sudeki, Mech 
Assault 2, Jade Empire, Forza Motorsport and more. And 
GameCube fans will enjoy Paper Mario 2, Star Fox 2, Metroid 
Prime 2: Echoes, Donkey Kong Jungle Beat and, of course, the 
incredible footage of the new, "mature" Legend of Zelda. 
That's not all! We also have the upcoming Nintendo DS in all 
its glory — so you can get a good look at the spunky new 
dual screen handheld as well as the games coming for it. 
Games include Mario Kart, Super Mario 64 x 4, PictoChat, 
Metroid Prime Hunters and Warioware Inc. Game Boy 
Advance owners aren't left out in the cold either — check out 
the footage of Pokemon LeafGreen and FireRed. DK: King of 
Swing, Mario Pinball and Legend of Zelda: The Minish Cap. 


BONUS: Starring Will Smith and based on the writing of sci-fi legend Isaac Asimov, I, Robot looks like one of the 
best of the winter film blockbusters. Check out the awesome trailer on the DVD and if you want to get a free double pass, 
subscribe to the magazine. Also in the bonus section, there's a run through of MTV Music Generator 3 and SingStar. 


Thanks to the E3 expo, 
we’ve got our hottest 
DVD ever on the cover 
of this issue. 








Samsung. The new breed of super fast monitors. 



DigitAII speed Samsung's SyncMaster 172X is the world's first LCD monitor with a 
lightning fast 12-millisecond response time. It makes multimedia applications such as 


©2004 Samsung Electronics Co. Ltd. 




gaming, animation and viewing video significantly clearer by reducing image ghosting and 
jagged pixel effects. So race ahead with Samsung's highly evolved SyncMaster monitors. 

www.samsung.com.au 















Extra! Extra! Read all about it! All the hottest news, views & rumours in gaming 




ABOVE & LEFT: Images from the 
new mature' Legend of Zelda. 
Sure to please Nintendo fans. 


Not only has the Nintendo follow-up console to the GameCube 
being codenamed ‘Revolution', but the big N is also promising it will 
revolutionize the way we play games. Nintendo president Satoru Iwata 
explains, "I could give you our technical specs, but I won't for a simple 
reason: they really don’t matter. The time when horsepower alone made 
all the difference is over. Better technology is good, but not enough. 

Today's consoles already offer fairly realistic graphics. So what should a 
new machine do? Much more. An unprecedented gameplay experience. 

Something no other machine has delivered before." 

Still, they have confirmed that the hardware will be significantly 
better than that of the GameCube, with rumours suggesting everything 
from dual processors to 15GB hard drives. It is also possible that the 
Revolution could feature technology seen in the DS, such as the use of a 
Stylus. One thing's quite clear, Nintendo are definitely outside 'the box' on 
this one, and they better hope that the world wants to play games in different ways *cough* Virtual Boy 

* cough*. In fact, they should be getting early 
feedback on 'out-there' projects such as the DS, 
Donkey Konga, Legend of Zelda: Four Swords, 
Miyamoto's E3 apparel and E-cards. 

So then less technology, more weird gaming 
concepts from the minds that encouraged us 
to eat mushrooms in Mario and birthed Kirby, 
the freak — sounds like a cool trip. When do 
we get to play? Well, it will certainly appear 
in conjunction with its competitors this time 
around, but that date is still unknown. However, 
it will definitely be on show at E3 2005 — start 
counting the days. 
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LETTER OF THE MONTH 

Dear Australian GamePro, 

Until recently I must confess that I have been a member of the Easy Club What's that? Well, I 
define it as consisting of gamers who, upon purchasing or hiring a game, instantly choose the 'easy' 
option, thus eschewing the ‘normal* or ‘hard’ (and sometimes 'very hard’) options open to them. 

Now, l‘m not saying this is a bad thing; after all it makes for a very pleasant and non-stressful playing 
experience, and it may also give you that false sense of power, as opposed to feeling crushed into the 
dirt if you had chosen 'hard'. 

However, I felt that I was perhaps missing out on something. So, a few months ago, for reasons 
now unknown to me, I decided to have a go on the 'normal' difficulty of one of my games, and I was 
pleasantly surprised with what I discovered. A challenge And, having a false sense of my own gaming 
prowess, I then chose 'hard' and was promptly astounded at how ineffective my strategies were 
against the game. But instead of my usual reaction to such failure — which would include swearing, 
shouting and never ever playing the stupid *#$%$#g game ever again, I instead calmly collected 
myself and set out to beat the game on 'hard'. And to my astonishment I succeeded! 

Since then I have changed my ways and converted to the 'Normal', 'Hard' and sometimes ‘Very 
Hard' Club, and am constantly on the lookout for games which I must master. So what's the moral of 
this letter? Well, I think that you really only get out of games what you put in. If you want to sit there 
and breeze through a game then that’s fine, but the real feeling of accomplishment comes from being 
denied your easy victory and then being determined to pass that damn game inch by bloody inch! 

So next time you try a game on its hard setting and get thoroughly whooped, sit back, crack your 
knuckles, brew that extra cup of caffeine and say to yourself, ‘Right you bastard, THIS time you’re 
going down?!' 

Dylan Burns, Albany, W.A. 

Nicely said Dylan. For your effort we're sending you out a copy of EA's NBA Live 2004. 
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The Omega Strain has been released. 

Calling all agents. You are needed to stop bio-terrorists unleashing 
this deadly virus. Fight single-handed or team up online to avert 
a global disaster, www.omega-strain.com 
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GTR: RERL OR FRKE? 


The enormous popularity of the Grand Theft 
Auto games is graphically illustrated online. 

The developers at Rockstar are notoriously 
close-lipped about their upcoming titles, so 
fans are often left to their own imaginations as 
to how the new game will look and play. This 
has led to a whole library of fake GTA art and 
screenshots. 

Now that the first real GTA: San Andreas 
screens are out there, some people might be 
getting confused as to what's fake and 
what's real. Just like breast implants, some of 
the fakes are very well done, others are quite 
obviously cheap mock-up jobs. 

There are only a few 'real' shots currently 
out directly from Rockstar, although Game 
Informer magazine in the USA recently had an 
extended feature with some never-before-seen 
screens. 

These pics ended up on the Internet 
anyway, as you can see surrounding this news 
piece. For the real deal on Grand Theft Auto: 
San Andreas turn to GamePro's first look 
feature on page 38. 




XBOX VIDEO CHAT 

The big wigs at Microsoft probably took only one glance at the PS2's EyeToy's 
performance on charts across the world before greenlighting their own, similarly 
themed product. Released in Japan by the end of the year, the Xbox Video Chat 
will go further than the video capabilities of the EyeToy, allowing five gamers to 
communicate simultaneously on the one TV screen. For the recommended retail price 
of 6,800 Yen (AU$91.00), consumers will receive the video camera, the Xbox voice 
communicator, the Xbox Video Chat Disc, and an Xbox Live starter kit with 12 free 
months of Xbox Live. No Australian release date has been confirmed, but it is expected 
to arrive on our shores in 2005. 
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HRHD TO HRHD COITIBRT 



Nintendo has sold over 168 million Game Boy consoles worldwide, 
obliterating nine challengers during its 15-year dominance of the 
handheld market. But it has never faced a rival as potent as Sony's 
PSP. writes Jason Hill. 


Since PlayStation's 1994 debut, Sony has cast 
envious glances at Nintendo's profits in the 
handheld arena. But Ken Kutaragi repeatedly 
asserted Sony would not prematurely enter the 
portable market until screen technology and 
battery life improved. Finally, the time is right. 

It is difficult to imagine a more desirable gadget 
than PSP. Powerful and sexy, it has the potential 
to drastically expand handheld gaming, attracting 
new adult players like PlayStation in the mid-90s. 

PSP features a dazzlingly bright 4.3-inch LCD 
widescreen display and enough processing power 
to bring complex 3D games to the palm of your 
hand. Most developers believe PSP offers similar 
grunt to its PS2 big brother. Gran Turismo 4 on 
PSP certainly looks indistinguishable from the jaw- 
dropping PS2 version. 

PSP’s similarity to PS2 architecture ensures it is 
easy for developers to embrace, and it is already 
enjoying a tidal wave of support from nearly all 
major third-party publishers. Some of the games 
shown at E3 included Ape Escape, Need for Speed 
Underground, MediEvil, Metal Gear: Acid, Tiger 
Woods PGA Golf, Tony Hawk's Pro Skater, Twisted 
Metal, Everybody's Golf, Metal Shell, Spider-Man 
2 , Ridge Racer, Tales of Etemia, Dynasty Warriors, 
NBA Street and Wipeout. 

Games are supplied on Sony’s new 
Universal Media Disc format, which can hold 
1.8GB of data on a 6cm disc encased in 
plastic housing. The discs are read-only, 

. so game progress is saved to Memory Stick. 


Multiplayer action can be 
enjoyed without cables thanks to 
WiFi capability. Battery life is estimated around 
10 hours for gaming thanks to the rechargeable 
Lithium Ion battery. 

PSP feels very comfortable in the hands. In 
Australia the machine will be available initially in 
black only, but other colours will follow. 

PSP features two dear shoulder buttons and a 
small yet surprisingly tactile analog stick underneath 
the D-pad. In addition to the usual PlayStation 
buttons, there are controls like brightness, volume 
and eject. The device has AV in/out capabilities, so 
you might be able to play on your TV (and change 
channels using infrared) while a USB port allows 
interoperability with PS2 titles. 

Like PS2, Sony will market PSP as a total 
entertainment device. It can play music and 
DVD-quality video. Add-ons like digital cameras, 
keypads and GPS devices are promised. 

The Japanese will get their hands on PSP 
before Christmas, but it’s a wait until March 2005 
for the US, Europe and Australia. Price has not 
been set but it will hopefully be less than $500. 


grities in DEUEiopmEnT 


Metal Gear Acid 

Gran Turismo 4 Mobile 

Ape Escape 

Need For Speed 

Wipeout 

Spider-Man 

MediEvil 

Tony Hawk 

Death Jr. 

ATV Offroad Fury 

Dynasty Warriors 

Puyo Puyo Fever 

Hot Shots Golf 

Devil May Cry 

Viewtiful Joe 

New Ridge Racer 

Armored Core Formula Front 

Darkstalkers 

Twisted Metal: World Tour 
NBA Street 
NFL Street 

Tiger Woods PGA Tour 
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GRM1E5 111 DEUELOPmEnT 


Nintendo are not labelling their innovative new 
handheld a “Game Boy", believing it to be so 
revolutionary it is an entirely new platform. It is 
difficult to argue otherwise. 

DS features dual 3-inch LCD screens, including 
the bottom touch-sensitive display for taking direct 
control with a fingertip or pen-like stylus. It has 
a built-in microphone for voice recognition, and 
wireless multiplayer support for 16 players up 
to 30 metres away. Importantly, DS is backward 
compatible with the 500-plus Game Boy Advance 
cartridges available. 

Nintendo has showed several impressive 
DS technology demonstrations offering a 
glimpse of its potential. Much E3 excitement 
centred on Metroid Prime: Hunters, which let 
players use the stylus to turn Samus and point 
at enemies to shoot. It felt initially unwieldy, 
but showed promise. 

Other fun games included the fast-paced 
WarioWare, with players using their fingers to 
tickle Wario, slice vegetables and catch items, plus 
Namco's Pac-Pix, where players draw their own 
Pac-Man before guiding him to chomp on ghosts. 
Meanwhile, Super Mario 64x4 let up to four 
players compete for coins and stars. 

Other titles in development include 
Bomberman, Super Mario Bros, Spider-Man 2, 
Rayman, Need for Speed. Pac'n Roll, Dynasty 
Warriors, Sonic, Animal Crossing and Mario Kart. 

The jury is still out on whether two displays 
can significantly add to gameplay: most titles have 
used it as a map, instrument panel or alternate 
view. But the touch screen's impact is far more 
readily obvious. 

The DS casing at E3 was prototype-like 
ugly and destined for a revamp. We also hope 


Nintendo rethink the absence of an analog stick. 
After all, they were the first to harness its potential 
in Super Mario 64. But the D-pad, shoulder and 
four face buttons were comfortable and the device 
a reasonably compact size. 

Inside, the machine offers two different 
processors which offer Nintendo 64-like 3D 
capabilities on both screens. DS uses tiny, 128MB 
cards that should provide ample storage. A second 
media port accepts GBA cartridges as well as 
accommodating "possible future accessories". 

There is currently no port for GBA link cables, 
but wireless capabilities are impressive, with both 
WiFi and Nintendo's proprietary communication 
protocol, which provides low battery consumption. 
The technology allows a wireless LAN connection, 
theoretically allowing infinite players from around 
the world to connect at a hot spot and compete 
over the Internet. 

Surprisingly, industry support is as extensive 
as PSP. More than 100 companies have received 
development kits and most major publishers are 
on-board. 

We expect DS to have a new name before 
its Christmas launch in the US and Japan. Europe 
and Australia will receive the device early next 
year. Price is still unknown but hopefully less 
than $400. 


Mario Kart 
Super Mario 64 x 4 
Metroid Prime: Hunters 
New Super Mario Bros. 

Animal Crossing 
Sonic 
Pictochat 
Warioware Inc. 

Mobile Suit Gundam Seed 

Bomberman 

Spider-Man 

Need For Speed 

Viewtiful Joe 

Mega Man 

Final Fantasy Crystal Chronicles 

Dragon Quest 

New Rayman 

Dragonball Z 

Frogger 2005 

Nintendogs 

Yu-Gi-Oh 
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LIFE OF BRIRI1 


On his recent trip Down Under. GamePro's Jason Hill spoke to THQ President 
Brian Farrell about the state of the industry... 

What's been the secret to THQ's success in a 


tough market? 

Our product has gotten increasingly better 
and better. It’s been a key strategic focus in 
the past few years. About 18 months ago we 
made a pretty significant change in our product 
development group. (We) started a new way of 
developing games, throwing out the producer 
model with project managers and having a more 
open environment. We also have a group that 
independently critiques our games. We need to 
keep raising the bar. 

Is EA the benchmark for THQ? 

EA is a well-run, strong company. For the most 
part they make quality products, and that's 
something we should emulate. But there are 
things in EA products we think we can actually 
outperform. They need multi-million unit sellers 
to succeed. They can't take some of the risks 
we're taking. I don't know whether they even 
looked at Full Spectrum Warrior or S.T.A.L.K.E.R. 
What are huge opportunities for us probably 
didn't even make it through the chain of 
command at EA because at the time they didn't 
look like big products. Their size in some ways 
can be a source of our strength. 

Are you happy with how THQ's Australian studio 
is progressing? 

Starting up a studio is no easy task; recruiting 
and hiring qualified people is hard. To build a 
studio in just over a year's time with 30 very 
highly trained, qualified people is amazing. I was 
extremely impressed with their first product as 
a team (Jimmy Neutron). In its pre-alpha state 
it is already far superior to the game that was 
developed by an independent developer last 
year. To get to that level of quality bodes very 
well. We've got multiple products going and are 


probably putting more dollars into the Australian 
industry than any other publisher at present. We 
really believe in this market. 

What's your opinion on the state of the industry? 

I don't think there's too much licensed product, 
look at the products that were at the top of the 
charts last year - Finding Nemo, Lord of the 
Rings, Harry Potter, WWE, Matrix. The great 
thing is that very few publishers are churning out 
horrible licensed titles, they just don't sell. 

In terms of sequels, it is a necessary evil that 
is going to keep happening. Once we establish 
a brand, from a financial standpoint we need to 
make money from that brand. And consumers 
are voting with their dollars, they like those 
sequels. 

In terms of innovation, that’s something 
we think we have an edge. If you look at our 
product line this year we have the sequels and the 
licensed products, but also Full Spectrum Warrior, 
S.T.A.L.K.E.R, Destroy All Humans, Dawn of 
War and many others. We're taking some pretty 
significant financial and creative risks. 

What are your thoughts on the new handhelds? 
We will be very aggressive on PSP. We look at 
it as a great extension of the handheld market. 
We'll take some of our older skewing brands to 
that system, we’ve already got four products in 
development and considering others. 

DS has been very interesting. It was initially 
met with a lot of skepticism but having seen 
a couple of presentations from Nintendo 
we're actually changing our views. There 
are some very interesting things you can do 
from a gameplay standpoint. Nintendo needs 
to aggressively defend their position in the 
handheld market so we will support the DS but 
we will be a little cautious. 


VIEW FROM 
THE HILL 


Handheld gaming isn't 
child’s play anymore. Even 
the most cynical Sony critic 
must have been drooling 
when PSP was unveiled at 
this year’s E3. 

PSP is so sexy it would 
sell even if the device couldn't play games. 

The dazzlingly bright screen is going to be 
marvelous to watch movies on. But it’s when 
you see games like Gran Turismo 4 running 
on the beast (and looking every bit as good 
as on PS2) that you realise PSP cannot fail to 
be a massive hit with gamers. 

Naturally, PSP will be initially expensive 
and might require careful treatment to ensure 
it stays as deliciously shiny as the E3 display 
models. Sony will also have to be careful to 
avoid a flood of PS2 ports. 

Original games that are mindful of the 
strengths and weaknesses of the handheld 
platform will be required. But PSP remains a 
hugely desirable gadget and should capture 
an adult handheld market: an audience 
Nintendo has previously ignored and Nokia 
has failed to excite. 

But despite all of the PSP fanfare, E3 was 
even more exciting because of Nintendo's 
unexpectedly marvelous DS. The DS is as 
innovative as PSP is sexy. Playing the various 
technology demos at the show, we had the 
feeling Nintendo were offering just a glimpse 
of its potential. 

Talking to an inspiring Shigeru Miyamoto 
inside a makeshift office behind Nintendo's 
sprawling stand, the games master's 
excitement about the machine was obvious. 
Miyamoto believes features like the touch 
screen, twin displays and voice recognition are 
as significant an advance as the introduction 
of 3D. He believes DS is an exciting, entirely 
new platform, which is why Nintendo hasn't 
labeled the machine as just another Game 
Boy. 

After PSP is launched, Nintendo will no 
longer own a near-100 percent share of the 
handheld games market. But at the correct 
price-points PSP, DS and even Game Boy 
Advance can all happily co-exist, with the 
new machines hopefully opening up new. 
previously untapped markets to create a 
bigger pie to share. 

The only caveat for Nintendo is that it 
must work hard with third party publishers 
to convert their current DS enthusiasm into 
actual game releases. 

PSP is effortless for developers, it 
will receive a tidal wave of support. 

But DS will require much more thought 
and investment in order to harness its 
unique capabilities. Jason Hill 
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CYBER-THUGS' ARRESTED 
FOR HALF-LIFE 2 CODE THEFT 


Half-Life 2 was supposed to hit shelves 
in November 2003, but then a couple of 
thoughtless punks hacked into developer Valve 
Software's network, stole the source code and 
handed it out to all their mates. As a result, it's 
July 2004 and we still have no Half-Life 2, but 
thankfully, it looks like crime, be it cyber or 
not, does not pay. 

On June 10, arrests were made in several 
countries relating to the crime. Apparently 
investigators received thousands of tips 
concerning the perps which ultimately led to 
the discovery of their identities. Valve then 
worked in conjunction with international 


bodies to build cases and make the arrests 
with the FBI currently ironing out proceedings 
from a base in Seattle, USA. 

Valve's CEO Gabe Newell tells how it went; 
“Within a few days of the announcement of 
the break-in, the online gaming community 
had tracked down those involved. It was 
extraordinary to watch how quickly and how 
cleverly gamers were able to unravel what 
are traditionally unsolvable problems for law 
enforcement related to this kind of cyber-crime. 
It was uplifting. Everyone here at Valve is once 
again reminded of how much we owe to the 
gaming community." So finish the game then! 



CRflBERRR GRIDES FESTIURL 

The Academy of Interactive Entertainment (AIE) is gearing the nation’s capital up for the first 
ever Canberra Games Festival. To be held at Canberra Technology Park and other venues 
around the region from the 24 to 25 July 2004, the Festival is open to both hard-core gamers 
and anyone else who’s willing to have a go. 

Here are just some of the activities celebrating interactive entertainment and strategic game 
play at this year's Festival: a 24hr LAN Tournament, Tribes Vengeance Focus Group Testing, 
Game Play Rooms, Workshops, Exhibits, Laser Games, Euro Games, Strategy, Tactical and War 
Games. Thousands of dollars worth of prizes are up for grabs — it’s gonna be HUGE! 

Visit www.canberragamesfestival.com for a full program of events. 
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Talking SingStar 

Karaoke game SingStar is sitting pretty on top of the 
Australian charts, perhaps helped by the Sydney Harbour 
launch party where the delightful producer of the game 
PAULINA BOZEK, put Aussie game journos to the 
singing test. 

GP: What was the process behind choosing each song? 
PB: We did some research into what was popular across 
the world, even though it's a PAL focused game, and 
found many songs that were consistently in national top 
tens. It's important to get songs that people know, so they 
know the lyrics — or at least the chorus. We then refined 
that to songs that had substantial credibility and were not 
going to be forgotten in a week or two. 

GP: Did you face challenges in acquiring song rights? 
PB: Oh yeah! Tons! Our wish list was much, much 
bigger than what we ended up with. The music industry 
itself is really fragmented - you got the record side, the 
publishing side, the artist, the managers, the writers and 
everybody has to individually agree. Plus, the way we 
work, we need the master recordings and session tapes 
and these are sometimes missing. Interestingly, almost all 
the artists were really keen. 

AGP: How did the artists respond to the final product? 
PB: Really great! Jamilia has seen it and she is really 
involved and thinks it's fantastic. I have heard of Lamar 
(European DJ) playing it at parties. Daniel Bedingfield 
used it to sing his own song in New Zealand recently 
and scored really well — which is good, (laughs) Initially, 
we also presented the idea to executives at Sony, 
Universal, Warner and all the other music labels and 
they were kind of interested, like, ‘oh this is something 
kind of new — let's keep an eye on it*. Now that it is all 
done they are like, wow, this is really cool, why don't we 
have more artists on this? 

AGP: How does the speech recognition work? 

PB: It's actually called Digital Signal Processing, so 
it’s not speech recognition. It analyses the signal that 
comes in from the user for frequencies. The frequency 
is dependent on what pitch or note you are singing at 
Every song is stored in terms of what note to sing and 
how long to hold them and that is the target you see on 
screen. So as you sing it analyses it very quickly and at 
short intervals and asks, does it match what is stored? It 
then calculates a score based on how close it is. 

For the full interview go to www.gamepro.com.au 
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The Future is Here with Kingston 

DDR2 Memory - the new frontier 

The new DDR2 memory has technical enhancements to increase memory 
efficiency and timing margins, resulting in faster speeds, higher data bandwidths, 
lower power consumption and greater thermal performance. 

As the DDR2 technology evolution begins, depend on Kingston to deliver quality 
memory that is compatible and reliable. 


To learn more about DDR2 memory, call our authorized distributors or visit our 
Web site at www.kingston.com/asia 
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Tome READER 

High Score 


If you have ever debated what the very first computer game 
was, or even contemplated the origins of the wonder that was 
the Commodore 64, then High Score is the perfect book for you. 

The heavily illustrated book from McGraw Hill publishers, 
which retails for $39.95, contains interviews with influential 
players in the industry, and chronicles the rise and rise of video 
games from Pong in the 1970s right through to the recent 
console wars between Sony, Microsoft and Nintendo. 

While it does focus heavily on American gaming, it is still an 
essential addition to the bookshelf of gamers everywhere. 



great coffee table bock for game geeks everywhere. 

—MjCUOrt? 

the illustrated history of electronic garnet 




BESTSELLER! 


2nd edition 


XBOX LIVE 
PRIME TIME 

There's a new initiative for Xbox Live users termed 
Prime Time. Basically, it aims to direct Australian 
gamers towards specific games at the same time each 
night of the week, thus, making it easier to find Aussies 
to battle against. The session kicks off at 19:00 EST 
and goes for as long as there is competition. 

The games to play each night are: 

Monday: MechAssault, Ghost Recon, Return to Castle 
Wolfenstein & Star Wars: Clone Wars. 

Tuesday: Newbie Night, where the unskilled can play 
without fear of a flogging. 

Wednesday: Top Spin, Links 2004, Moto GP 2, 

ESPN NBA Basketball and NBA Inside Drive 2004. 
Thursday: Project Gotham Racing 2, Midtown Madness 3, 
Sega GT Online, MTX: Mototrax & RalliSport Challenge 2. 
Friday: V8 Supercars 2 and Splinter Cell: Pandora 
Tomorrow. 

Saturday: Tom Clancy's Rainbow Six 3, Unreal 
Championship, Counter Strike and Crimson Skies: 

High Road to Revenge. 

Sunday: Tom Clancy’s Splinter Cell: Pandora Tomorrow. 


WHRT'S HOT? 

GAME CHA 

RTS 



AU ST R ALL 

A 

RLL FORIT1RTS 

1. SingStar (PS2) 

2. Gran Turismo 4 Prologue (PS2) 

3. Harry Potter/Prisoner Azkaban (PS2) 

4. EyeToy: Play (PS2) 

5. The Sims Deluxe (PC) 

6. V8 Supercars 2 (Xbox) 

7. Transformers (PS2) 

8. Need for Speed Underground (PS2) 

9. Shrek 2 (PS2) 

10. Harry Potter/Prisoner Azkaban (PC) 

GRIDECUBE 

1. Mario Kart Double Dash 

2. The Hobbit 

3. Harry Potter & Philosopher's Stone 

4. Final Fantasy Crystal Chronicles 

5. Legend of Zelda: Wind Waker 

6. Shrek 2 

7. Mario Golf Toadstool Tour 

8. Soul Calibur 2 

9. Mario Party 5 

10. Simpson's Hit & Run 

GRIDE BOV RDURHCE 

1. Pokemon Ruby 

2. Pokemon Sapphire 

3. Harry Potter & Prisoner Azkaban 

4. Mario Kart Super Circuit 

5. Shrek 2 

6. Mario vs Donkey Kong 

7. Yu-Gi-Oh World Champ 2004 

8. Simpson's Road Rage 

9. Dragonball Z: Legacy Goku 2 

10. Super Mario Advance 4 

XBOX 

1. V8 Supercars 2 

2. Splinter Cell Pandora Tomorrow 

3. Ninja Gaiden 

4. GTA Twin Pack 

5. Harry Potter & Prisoner Azkaban 

6. Shrek 2 

7. RalliSport Challenge 2 

8. Simpson’s Hit & Run 

9. Need for Speed Underground 

10. Alias 

PS2 

1. SingStar 

2. Gran Turismo 4 Prologue 

3. Harry Potter & Prisoner Azkaban 

4. EyeToy: Play 

5. Transformers 

6. Need for Speed Underground 

7. Shrek 2 

8. Fight Night 2004 

9. Simpson's Hit & Run 

10. AFL Live Premiership Edition 

PC 

1. The Sims Deluxe 

2. Harry Potter & Prisoner Azkaban 

3. The Sims Unleashed 

4. The Sims Superstar 

5. V8 Supercars 2 

6. Rise of Nations 

7. Far Cry 

8. Halo 

9. The Sims Makin’ Magic 

10. Battlefield Vietnam 


INTERNATIONAL 


HEW ZERlfinD 

1. SingStar (PS2) 

2. Gran Turismo 4 Prologue (PS2) 

3. Ninja Gaiden (Xbox) 

4. ZinZans World Champ Rugby (Xbox) 

5. Need for Speed Underground (PS2) 

6. ZinZans World Champ Rugby (PS2) 

7. Transformers (PS2) 

8. V8 Supercars 2 (Xbox) 

9. Shrek 2 (PS2) 

10. Delta Force: Black Hawk Down (PC) 

JRPRM 

1. Pachinko Slot! Fist of North Star (PS2) 

2. Super Robot Battle MX (PS2) 

3. GTA: Vice City (PS2) 

4. Pikmin 2 (GameCube) 

5. WarioWorld Inc. (GameCube) 

6. Metroid Zero Mission (GBA) 

7. Famicom Mini (GBA) 

8. Atelier Iris: Eternal Mana (PS2) 

9. Kirby: Labyrinth in the Mirror (GBA) 

10 Pachinko Slot Tokondensho (PS2) 
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^ IZfiuge levels with gorgeous 3D, 40 types of different buildings, 20 different military. 

Intense strategic moments in Real Time, trying to penetffrte tfilfaefencfes of your enemies, oneel the 
tremors oUatapults at your own citadel , - . c 

^ An innovative economic management system: build houses and"they will automatically be populated! 

A detailed and realistic universe made up of animals and natural elements, with climate end day/night 
management. 


Basic and simple strategy commands link simple resource management and epic battles in an 
unparalleled single or. multi-player experience. Tire game provides several accessible multiplayer 
modes such as . Deathmatch. Capture the Artifact, Siege and Battles. 


DREAM C ATCHER 
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Ej'riffJSPfiU COmPETITIOm 


WIN! WIN! WIN! WIN! WIN! WIN! WIN 




10 GAME BOY ADVANCE SP’S 
WITH DONKEY KONG COUNTRY 2 


Nintendo recently showed off their upcoming dual-screen 
handheld, which will arrive in Australia early in 2005. While we 
wait for that, Nintendo's Game Boy Advance SP is clearly the 
handheld gaming system you need in your hot little hands. If 
you don't already own a GBA SP, here's your chance. Thanks to 
the generous people at Nintendo Australia, this issue we have 10 
Game Boy Advance SP to give to the most deserving GamePro 
readers. Along with the GBA will come a copy of Donkey Kong 
Country 2, one of the best new games for the system. 


To enter, tell us in 25 words or less why you would love a 
Game Boy Advance to call your very own. You can email 
your answer to gamepro@idg.com.au with GBA Donkey 
Kong Country Comp in the subject line or write your 
answer on the back of an envelope and post to: 

GBA Donkey Kong Country Comp 
Australian GamePro 

88 Christie Street, St Leonards NSW 2065 
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SILENT and POWERFUL 


3-in-1 CPU cooler application for P4, K7, 
K8 80x80x25mm adjustable fan speed, 
1300 rpm - 3000 rpm 

2 adjustable manual fan speed controls in 
the front and rear side of the case: 

1) In Front: 5.25” drive bay for 2 
channel controller 

2) In Rear: PCI slot controller 

Intelligent cable sleeving 

120x120x25mm PSU blue LED light fan 
Two Ball bearing adjustable fan speed, 
1300 rpm ~ 2800 rpm 

120x120x25mm Case Fan adjustable fan 
speed, 1300 rpm - 3000 rpm 

Dual Serial ATA (Advanced Technology 
Attachment) power connector 

9 Molex connectors (4 pin) 


Full copper base 


3-in-1 cooler with adjustable 
fan speed for P4/K7/K8 


120mm adjustable 
case fan 


VOLCANO 12 


HARDCANO 12 


Thermaltake Australia and New Zealand 

Unit 1/49 Henderson Rd, Rowville VIC 3178 
Phone: +613 9763 1622 Fax: +613 9763 1677 
Website: www.thermaltake.com.au 
E-mail: sales@thermaltake.com.au 
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Why have you chosen to bring Link into a 
realistic, adult world? 

We knew in The Wind Waker that we were 
going to focus entirely on Link as a young 
boy, so we really wanted to portray Link in 
a way that was appropriate for him. That's 
why we went for the toon-shading. After 
we finished the Wind Waker, we started 
work on a new game but the question for 
us was ‘If we make a game where Link is 
going to be an adult again, how are we 
going to portray Link using toon-shading 
technology?' We tried a few different ideas 
and we couldn't find a style that we liked for 
an adult Link. What we did was that we went 
back and did some experiments based on a style 
reminiscent of the Ocarina of Time and we got a 
very positive response. 

You've been thinking about whether Nintendo 
needs to focus more on adults for many years 
now. Is this your response? 

This is actually more a question about how we 
want to portray the Zelda world, rather than 
whether we want to make a game targeted 
towards adults or kids. But more importantly, every 
year at Nintendo we are hiring new developers 
and designers. They remember growing up on 


The creator of Mario and Zelda (amongst many 
others). Shigeru Miyamoto is video gaming's 
master craftsman. GamePro's Jason Hill was the 
only Australian journalist to interview Nintendo's 
gaming god at this year's E3. 


As the industry moves forward towards visual 
realism, are we actually losing something? 
Graphical realism isn't something you try to offer 
in your games. 

That's a very good question. But for me the 
question is not so much about looking realistic but 
trying to make the world that you're experiencing 
feel real. Is it just enough to create a world that 
reflects reality in terms of how it looks? I think it's 
definitely more important to try to have a world 
that feels like a real place. Where all the rules of 
that world essentially come together to make it 
feel like a natural place. That is the question the 
game industry needs to look at. With people 
focusing so much on realistic graphics, they 
are required to spend a lot of time and money 
trying to create these realistic worlds. 





Nintendo games and they want to continue 
making the type of games they grew up on. But 
really for us it's very important to make not just the 
games we’ve always been creating, but games that 
appeal to a wider audience of all ages. 

What is it about Nintendo that has made them 
such consistent innovators? 

I’m glad you think that! It's something that we 
cherish. Our former president (Hiroshi Yamauchi) 
really felt that Nintendo was an entertainment 
company. In the realm of entertainment, you need 
innovation. There’s this habit of seeing one hit, 
and then everybody runs in that direction trying to 
replicate its success. Once you do that, innovation 
dies and people are no longer entertained. So it's 
been very important for Nintendo to always try to 
do things that no other company can do. Creating 
entertainment that people will continue to come 
back to and enjoy. 

What excites you most about the Nintendo DS? 
The DS has a lot of very interesting features. One 
of them is the touch panel, that gives you touch 
control for games. I think that’s very important 
because it takes people who have been playing 
games for a long time: expert gamers, and puts 
them back at the exact same starting line as people 
who’ve never played games. They are both able to 
experience this new style of play together. 

The other thing I'm very excited about is 
that it has things like audio input via the built-in 
microphone and wireless connection to other DS 
systems. As a single system it takes all these new 
features and it really applies them in a way that 
allows the players to experience that Nintendo 
style of gameplay that we have introduced in the 
past, things like connectivity and linking systems 
for multiplayer. It allows people to experience that 
straight out of the box without any additional 
connections required. It's all there in the DS. 

What kinds of games can you envisage? 

I think that's something that is going to depend 
entirely on the game creators. A good example is 
Pac-Pix that Namco are showing. It’s a Pac-Man 
game where you draw Pac-Man and he animates 
on the screen. This is an idea that Namco had on 
their own, that they've been throwing around for 
some time. But there was never a hardware system 
that allowed them to create this game. When we 
presented the DS they immediately jumped on 
board and said we’ve got an idea and we want 
to make this game. It's going to depend on the 
creators and their ideas. 

I also think that using the touch pen is really 
suited to a game like WarioWare: really short 
games, you jump right in and you're interacting 
directly with the game. It feels really good. 
Individual creators are going to need to sit down 



with the hardware and look at it and find elements 
that they want to use to create their own new, 
unique and innovative ideas. 

We’ve also got things like Picto Chat. That’s 
something that unless you had some complicated 
technology device, you could never experience 
before. Now with just a very simple game device, 
you can chat and communicate with other people 
very easily. Then we can look at that and see how 
we can apply it to games as well. 

Do you think that the DS is as revolutionary 
as something like the jump to 3D with the 
Nintendo 64? 

Yeah, I do think it is. If you look at the DS, it looks 
just like it is simply the next Came Boy. But we really 
feel that it is a new hardware system. That's why 
we're not calling it a Game Boy, we're calling it the 
Nintendo DS right now. But to me it's really what the 
designers can do. They look at the system and think 
about what new things they can bring to gaming, 
that’s where the innovation is going to come. 

Is your aim when starting work on a 
project always to innovate? 

A lot of the time it has to do with new technology 
and it will allow us to do more in a game. Or 
there will be a game that we want to make and 
we will go to the hardware designers and ask 
them for some specific new technology. But now 
I have an interest in not just making bigger and 
deeper games that appeal to hardcore gamers. I 
want to find simple things that will surprise a wider 
audience, including people who don't play games, 
to draw them into the gaming world. 

What makes a game fun? 

For me, the most important thing about 
videogames is the interactive element. The way 
the player interacts with what is going on screen. 
For me, it's very important not to force players to 
do things. It's not about trying to entertain a player 
with a game, but trying to give the player the 
opportunity to entertain themselves with the game 
you've created. I don’t really like the type of game 
where they're forcing me to do certain tasks. I like 
the freedom to do whatever I want to do. 

Do you feel like a father figure at Nintendo now, 
trying to teach the younger designers your craft? 

I am doing that a little bit I guess, and sometimes 
I can be very persistent, which they don’t like very 



much. (Laughs) But at the same time, it's very 
important for me to interact with them and for 
them to come up with their own ideas. Obviously 
if I continue to make the games I make, that’s all 
I will ever be able to make. Working with them 
together and trying to come up with new ideas 
together is important. 

How to you cope with the weight of 
expectation on your shoulders? 

It’s not so much pressure for me, it's kind of fun. 
Because if people aren't looking forward to a 
game, then it's hard to surprise them. If people 
are waiting and waiting and looking forward to 
something, then I'm really looking forward to 
their response when I finally finish it. I really focus 
more, rather than trying to do what everyone else 
is doing and trying to follow the same methods 
and tactics, really trying to do new things that are 
different and really surprise people. 

What is your opinion on the current state 
of the industry? 

This trend that things have to be bigger and better 
is not healthy. I think game creators are feeling 
pressure to make games bigger than the last, and 
that's not good for the industry on the whole. I 
really would like there to be a foundation or an 
environment where creators are free to do what 
they want. That's what the DS is really going to do, 
become a new tool for creators. They're going to 
be free to create new ideas and completely different 
things on the DS that we've never seen before. 


AUSTRALIAN GAMEPRO : 23 


















© 2003 Id Software. Inc. All rights reserved. Distributed by Activision Publishing Inc. under license. DOOM and id are registered trademarks of the Id software. Inc. in the U.S. 
Patent and Trademark Office and/or some other countries. Activision is a registered trademark of Activision. Inc. and its affiliates. All other trademarks and trade names are 
properties of their respective owners. 






















THE COMPUTER SPECIALIST 

wvnv.harveynorman.com.au (Computers only) 

Harvey Norman stores are operated by independent franchisees 










The enormous success of Need for Speed Underground proved that street racing and car modification 
is what gamers want. Three games offering lots of street racing and car modding are heading for the 
green light - Juiced. Midnight Club 3 Dub Edition and. of course. Need for Speed Underground 2. 

BY IRON MONKEY. FRANK DRAGON & CHRIS STEAD 


26 : AUSTRALIAN GAMEPRO 










SPEED RHD GREED 


cOQSD3IE) 


P52 

JUICED 

DEVELOPER Juice Games 
PUBLISHEF Acclaim 
RELEASE DAT September 



T hough its origins trace back to 

Depression-era races, street racing has 
really only seeped into the collective 
mainstream psyche over the past 
couple of years. Despite incredible racing 
sequences, Hollywood fare like The Fast and 
the Furious relegated the culture surrounding 
street racing to glitzy window dressing. So it 
has fallen to video games to transmit the thrill 
of underground racing and the communities 
built around it to audiences. With the success of 
Need for Speed Underground, the street racing 
subgenre has finally caught on with gamers, 
and now a NFSU sequel, along with Mignight 
Club 3, are in the works. The proverbial dice 
have been thrown. 

But coming in under the radar, Juiced, the 
brainchild of newcomer Juice Games, could be 
the most promising representation of the very 
dangerous and very illegal sport yet. Featuring 
licensed cars from more than 50 
manufacturers, including Honda, Fiat, 
Nissan, and Mitsubishi, Juiced will 
hurl young, hungry speed geeks into 
nocturnal races for wealth, fame, 
and the immediate, unrestrained 
rush of thundering between 
darkened buildings and through 
deserted city streets. 

Between races, you use 
earnings and respect to buy and 
customise cars, contact other racers 


to participate in events, and — unlike in other 
genre entries — build a team that you control 
during races. 

Formed in 2003, Juice Games is populated by 
refugee designers, programmers, and artists from 
developer Rage Games. Its ambitious project 
entitled Lamborghini was to be Xbox Live’s first 
racer before production got scrapped and the 
studio shut down. 

Now independent, members of the team 
regrouped and restrategised, hell bent on 
not only making a great game but also on 
progressing the racing genre as a whole. “At 
Juice, we set ambitious goals for ourselves, 
which we are able to achieve due to our 
experience and our ability to overcome technical 
and creative challenges,” says Don Whiteford 
of Juice Games. "Juice Games is the first time 
that we have been able to express ourselves 
through our own company." Thus, Juiced is the 
first offering under the new moniker and will 
introduce never-before-seen, yet entirely logical, 
elements to the racing genre. 

Just as precious a game currency as dollars, 
"respect" in Juiced earns you the right to attend, 
bet on. and organise races, and is necessary to 
recruit racers to your team. How you gain respect 
varies from event to event. Some crews respect 
how you build your car or how well you perform 
stunts like drifts and donuts, while others are 
impressed by your team skills or your betting 
acumen. 

Gain enough respect, and other crews will call 
you on a mobile phone to offer circuit, point-to- 
point, drift, and drag challenges. But watch out 
— drive recklessly and damage opponents’ cars, 
and not only will you have to foot the repair bills, 
but the racing community will also get wind of 
your behavior and ban you from events, adding 
another layer of realism to the whole experience. 

By far, Juiced’s coolest feature is its team- 
based races. When you begin Juiced, you race 
solo, but earn enough cash and respect, and 
you can recruit other racers to join your crew. 


Building a team is a slow process as you have 
to actually train members by entering them 
in races. But once you have your group in 
place, you can enter team races, introducing a 
destined-to-be-imitated tactical element to the 
genre as you can control up to two members 
during the event 

Before a race, you pick the best members of 
your team and assign them cars tailored toward 
the type of event and the opposing crew's 
reputation. During a race, an onscreen HUD 
shows which driver you are controlling and 
his current level of aggression, which in turn is 
determined by a combination of how well your 
drivers are trained and how stress affects them. 
“On the highest aggression setting, the drivers 
will use NOS if available, drive the fastest, 
and take risks in overtaking and cornering. 

They may also collide with opponents' cars in 
their haste to get ahead,” explains Whiteford. 
Drivers with lower levels, of course, tend to 
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keep a steady pace and not take risks, which 
can be used to your strategic advantage. 
Though online support wasn't yet implemented 
in the build we played, team members will be 
able to communicate and coordinate strategies 
via headset over Xbox Live. 

To the burgeoning throngs of carhacking 
racers, modifying a car using domestic and 
imported aftermarket parts is a unique form of 
expression; it marries a raw obsession for speed 
with the application of technical wizardry that 
enables the owner to create a mechanically 
aesthetic statement of individuality. 

No longer the sole domain of auto 
enthusiasts, according to Whiteford, ’'modding 
has become a means for the young and 
streetwise to express their passion and creativity 
through car customisation." Realising the appeal 
of modding and successfully translating gamers 
is one of the core goals of the team. 

In Juiced, cosmetic modifications like 
bodywork, paintjobs, neon, and tints provide 
eye-candy thrills, while performance upgrades 
to your racer's suspension, air intake, exhausts, 
and wheels will affect its handling. After making 
mods, you’ll want to test your car’s performance 
on a rolling road as the tuning system developed 


by the team is so deep that haphazardly buying 
upgrades can hurt your chances in races. Skillful 
upgrades can qualify your car for more lucrative 
higher-class races, but overtune it, and you’ll 
wind up as a bottom feeder in a higher class and 
get creamed. 

It's this attention to detail that gives Juiced 
a depth that previous street racing games 
haven't quite achieved. "Given our unique 
customisation features of the game, there will 
be thousands of possible vehicles to take on the 
road and online," says Whiteford. "The odds of 
seeing someone with the same car are virtually 
impossible." 

Juice Games is focusing so much attention 
on between-race modding, in fact, that you can 
get so caught up in the intricacies of building, 
testing, and perfecting cars, and easily forget 
that underneath it all is a scrupulously designed 
racing game. And that’s exactly the type of 
cultural immersion Juice Games is gunning for. 

Juiced is also the first of a new breed of 
games that allow officially licensed cars to 
suffer damage. Up until now, manufacturers 
have been resistant to let their products get 
wrecked in games, but Whiteford says they 
are starting to understand that damage is an 


integral feature of any game. 

"We still have to be careful of how we 
portray damage; we cannot destroy the 
passenger compartment, roll the car totally, or 
make it a write-off,” explains Whiteford. "We 
can bruise it up badly, however, to the point 
where you'll be sorry you didn't drive more 
skillfully." Though you cannot completely 
destroy a car, the game's damage system does 
enable you to bang up the major body panels, 
while parts like fenders, spoilers, and skirts can 
fall off and form debris that can damage other 
cars that run into them. 

For all its peripheral features, Juiced is at its 
core a solid racer, and the playable build we're 
testing boasts a driving system that beautifully 
balances the nuances of Gran Turismo-like 
simulation with the immediate rush of NFSU 
arcade-style racing. 

The tactical team aspect is challenging yet 
intuitive, and you'd think controlling crew 
members would be more difficult at speeds 
over 100 mph, but it works great. Juice Games 
is still working on fine-tuning the game and 
tweaking opponent A.I., but come September, 
this little-hyped outing could be the harbinger 
of much-needed innovation in the racing genre. 
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NEED FOR SPEED UNDERGROUND 2 

DEVELOPER EA Canada 
PUBLISHER EA 
RELEASE DATE November 

hile exposure to the tuner car 
culture has certainly subsided in 
recent times, that doesn't mean 
it has stopped raging in your 
town. EA's betting that The Fast and the Furious 
movement, which it outstandingly portrayed in 
Need for Speed Underground last year, is still 
revving at high RPMs, and that fans still can’t 
get enough of racing the streets with a totally 
tricked-out car. 

EA took a large risk in turning its Need 
for Speed series from a high-end country 
club European class into a street-smart urban 
attitude Japanese importer. The look, the feel, 
and even the sounds of the first Underground 
were distinctly different from those of any other 
racer. 



But more importantly, the game reflected 
the young drivers who use bloated exhaust 
pipes and pure nitrous gas for one hell of a ride. 
The sequel to Underground should bring the 
same unruly fast action with new features that 
once again play into the street racing culture. 

An even more authentic tuner experience 
is what to expect in Underground 2. This time, 
the hottest street races take place in a free- 
roaming city (with real-time weather effects 
and environmental hazards) that is divided 
into five unique neighborhoods, which are 
all connected with intertwining and driveable 
freeways. Making a name for yourself doesn’t 
happen automatically anymore. 

Races can happen anywhere and at any 
time. The only way to find out where to buy 
the slickest upgrades or compete in the most 
demanding event is to be clued in as you 
encounter rivals on the street. 

Of course, urban racing isn't the only draw 
to slamming on the gas. It’s about presentation, 
too. You can apply more than twice as 
many visual customisations than in the first 
Underground, plus you'll have a wider selection 
of auto upgrades that range from improving 
your audio system and roof scoops to adding 
wide body kits and glowing neon. More than 
30 auto manufacturers are represented in 
Underground 2, including Toyota, Ford, and 
Volkswagen. 

All of the gameplay modes from last year 
are included as well as three new modes, plus 
PlayStation 2 racers can jockey for street status 
online. Need for Speed Underground sizzled 
last year, and with improvements and additions 
for the sequel, this tricked-out ride could once 
again rule the streets. Frank Dragon 
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But this game will cater directly for the true 
car lovers out there. Over 50 fully licensed 
vehicles will be on show and while the makes 
and models are, at this stage, still garaged, you 
can expect Cadillacs, Mercedes, Ducatis and 
Hummers. Classes will include import tuners, 
trucks, sedans, muscle cars and motorbikes. But 
armed with DUB magazines knowledgeable 
involvement, it is the car modding that will 
bring the game its greatest depth. Fenders, 
bumpers, fins, lights, grills, hoods, rims, wheels, 
suspension, air intakes, exhaust parts and 
superchargers — these and more can all be 
tweaked or added to your chariot. You can 
even apply up to six layers worth of colours. 

So once you have meticulously 
constructed your mechanical animal, what’s 
next? Crush it into a cube of course. Yep, 
somehow Rockstar have convinced over 50 
car manufacturers to let them smash them 
up into a flaming wreck — Gran Turismo eat 
your heart out! The Damage system looks 
incredibly authentic and you can take it to 
levels as yet unseen in gaming. 

So slamming your vehicle into a wall at 
200 clicks with full nitro will do more than 
just bruise your ego. With all your favourite 
multiplayer modes back in action, up to eight 
player online racing (using your personalised 
cars, of course) and the tick of approval from 
the phenomenon's cultural source, MC3 may 
not only compete in this battle of the street 
racers, but win. We'll have to wait until early 
2005 to find out, however. Chris Stead 


P52 Xbox 

MIDNIGHT CLUB 3 DUB EDITION 

DEVELOPER Rockstar 
PUBLISHER: Take 2 
j RELEASE DATf Early 2005 


5 orry pot-heads, in this case Dub doesn't 
refer to the laid back tunes of Mad 
Professor and King Tubby, instead it 
refers to one of the globe’s premiere 
car modding magazines. This suggests that the 
third edition of the popular Midnight Club series 
will be heavily focused on tinkering your ride 
to best represent your crew, your style and the 
size of your genitalia. But with Need For Speed 
Underground 2 and Juiced taking the same path 
towards hopeful success, does 'The Club' still 
have what it takes. 

'Ken oath — to put it bluntly, and for three 
main reasons; Tradition, Depth and Damage. 
Both previous incarnations of the series were 
very well received and Rockstar have promised 
to again further the innovative Al. course 
design and environments. The latter will see 
gamers pound the tarmac of three cities, 
Atlanta, Georgia; Detroit, Michigan; and San 
Diego, California — each layered with distinct 
neighbourhoods and personalities. Within the 
cities, the course design will be far more open- 
ended, with a real push to include a greater 
variety of alternative routes, shortcuts and 
suspension’s worst nightmare, the jump. 
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E very Spider-Man fan knows Unde Ben’s 
ethical credo: With great power comes 
great responsibility. For the developers 
at Treyarch, it’s not just a humbling 
catchphrase, it’s a reminder of both their golden 
creative opportunities while making games based 
on Marvel's movie franchise and how many million 
people are eagerly waiting to see if they can do it 
justice. In other words: This is big. Don’t screw it up. 

"Initial development was crazy," says Matt 
Powers, Activision's producer for the upcoming 
Spider-Man 2 movie game. "These guys had 
just finished Spider-Man 1, and nobody had 
taken a vacation, and they were already working 
out Spider-Man 2. They said, ‘What’s our wish 
list, what are the things we’d like to do?' And 
these guys went after the entire wish list in the 
prototype phase to rebuild the whole game. And 
that’s scary, but it's a testament to not wanting to 
make just another Spider-Man 1 game.” 

"Without trying to sound too melodramatic, 
the first movie game owes a lot to the Neversoft 
game," acknowledges Gregory John, Treyarch's 
senior producer. “It was an evolution of the 
Neversoft game. With this one, what we 
really tried to do — and maybe it's the classic 
sophomore project — was be revolutionary. Let’s 
really break everything." 

WEB OF INTRIGUE 

But first, a paradox. "I’m going to give you some 
contradictory information that is the foundation of 
the whole game,” says Treyarch's creative director, 
Tomo Moriwaki. "Everything is focused on telling 


All of Spider-Man's moves were hand animated: 
he moves, fights, swings, and crawls with 
impressively fluid motions. 


The skyscrapers are practically characters 
unto themselves. "Their shape is designed to 
make the swinging really, really fun." 
says Treyarch s Gregory John. 


"With the last game, we did everything we could to bring the uniqueness of Spider-Man into a game but weren't even 
beginning to tap his potential as far as what he could bring to a game." says Treyarch s Tomo Moriwaki. 


the hour before and the hour after killing people?” 
For Spider-Man 2, the goal is to blend storytelling 
with compelling gameplay more evenly than 
most games. “As much as possible, we're trying 
to make it feel like you're Spider-Man doing your 
Spider-Man job and that the story is happening to 
you — you're not generating the story. The story 
controls you, not you it” 

WILD WILD WEBS 

Along with wisecracking, most fans define "being 
Spider-Man” as shooting webs from building 
to building, swinging through New York City 
with power and grace — kinda like the movie’s 
CGI sequences. Yet those sequences were not 
completed when Treyarch worked on the first 
Spider-Man movie game, so they went with their 
own interpretation (which arguably turned out to 
be the best in gaming). This time, however, with 
close cooperation from Sony and the benefit of 
experience, the team feels it has Spider-Man’s 
unique movement down. “We run on a handful 
of philosophies, the most important one being 
constant, fluid, uninterrupted motion," says 
Moriwaki. "Traveling through the city kind of 
becomes this hypnotic, fluid, dynamic experience 
that is satisfying and enjoyable in its own right. I 
don't really see that happening in a lot of games." 

"The swing system is not a fixed system,” 
explains Powers. "Because it's an emulated physics 
system that stands on its own and not just some 
canned animation, the results are numerous. If you 
have enough velocity, you can do a 360 around a 
train or around the comer of a building. The system 
stands on its own — it’s not, Tm pushing a button, 
and I'm going to get this predictable result.'” 

“The locomotion took us about six months 
to do because it was an extraordinarily difficult 
system," adds John. “But we really wanted to 
give the player the feel of being Spider-Man." 

Yet on paper — and to most gamers — it sounds 
simple enough: Aim the left analog stick in the 


our story, which is strongly related to the movie’s 
story. But the game is basically about you being 
Spider-Man from day to day, and that's how the 
game is structured. As you live the double life of 
Peter Parker and Spider-Man and do your hero 
duties, the story is like an interloper on your life." 

As with the first movie game, Spider-Man 2 
expands on the film's narrative with side-quests and 
comic cameos. But a lot of quality time has been 
spent integrating the narrative into the action. "In a 
lot of other games, the story is often told as a drop 
of water in a bucket of gameplay. It's like, how are 
you going to expect me to remember that thing 
that the lady said in that cut-scene if I just spent 


"Any of the space out here that I can see. I can go to." 
says Treyarch s Tomo Moriwaki. 


"This product has been characterized by some extremely 
ambitious technological goals." says Treyarch s Tomo 
Moriwaki. "We re really happy that we’ve been able to pull 
off as much as we have." 
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are to swinging as roads are to driving. The large 
city is a critical piece of the puzzle for Spider-Man 
to feel right. You need an environment of this 
scope and scale to enjoy Spider-Man's swinging 
and locomotion abilities." 

"We did a lot of research for the city/' reveals 
John. "We went to the city planning office of 
Manhattan, and we figured out which are the 
residential, commercial, and industrial districts, and 
we tried to model that as much as possible. That 
and the neighborhoods — when you go to the 
lower west side, it should feel like the lower west 
side." 

The game's version of NYC is rendered at 
half-scale and takes some liberties when it comes 
to building distances (all in the name of gameplay, 
of course), but the game world stretches from 
Harlem all the way to Ellis Island. "We stream 
in each district individually," explains Moriwaki. 
“We have these 300-by-300-meter squares — 86 
of them — that make up the island. We load 
in a chunk of them at a time." That means few 
in-game load times, and none when you're on 
the move. Even the in-game map is a low-detail 
3D rendering of the Big Apple — the camera just 
zooms up incredibly high to show you where you 
are, where else you can go, and what missions and 
challenges await your attention. 

What you can do in the city depends in part 
on where you go. "Downtown has a lot of high 
buildings and a lot of density down at the streets 

— it's the best example of how an environment, 
from top to bottom, can provide a lot of difference 
in experience," explains Moriwaki. "If you get 
down low to the street, you go through alleys 

— like a maze. But as you dimb up into the sky, 
it's more like a forest — a forest of gigantic trees 
that you'll go between. But if you go high enough, 
you get past the height of most of the normal 
buildings, and now you're in a world where you're 
swinging from island to island — big swings, lots 
of air, going from point to point And all that's 
possible in this downtown area." 


FRIENDLY NEIGHBORHOOD 

Wait, did he just say "down low to the street"? 
Yep — Spidey can finally hit the pavement and 
explore on foot if he chooses, interacting with 
fine upstanding dtizens who may need his 
assistance — or meeting criminals who deserve 
a swift right hook. In addition to completing the 
movie missions, you’ll earn hero points for helping 
people, beating up thugs, finding hint markers, 
collecting tokens, and more. Just about everything 
that isn't simply getting from one place to another 
will reap a reward. A green icon over someone’s 
head means they’ve got a mission for you; a 
purple one denotes a random crime in progress 
that you can jump in and thwart. "They tend to 
be very small, not serious kinds of things," reveals 
Moriwaki. "A purse being stolen or a child losing a 
balloon, which you can retrieve out of the sky and 


Moving around the city becomes rewardingly complex over 
time. "Knowing about physics certainly helps, but it’s basically 
point where you want to go." says Tneyanch s Tomo Moriwaki. 


"I can’t imagine the game taking any less than 20 hours, 
even with a relatively clean playthrough." says Treyarchs 
Tomo Moriwaki. 


can go in for a more complex melee combo. 


Rescuing people from Mysterio’s theater fire is just one of 
several non-movie subplots. 


"Once we had the swinging feeling right we had to build the 
city around that swinging." says Treyarchs Gregory John. 


"The world will tell us how much they agree.” says 
Treyarch s Tomo Moriwaki. "but we feel that we’ve been 
successful at improving the narrative through improving 
the gameplay. instead of them having to be in conflict." 

direction you'd like Spider-Man to travel, then 
press the R trigger to shoot a strand of web. The 
game automatically calculates the web's closest 
anchor point (which can be just about anything 
— a building, a helicopter, the trees in Central 
Park) and off you fly. You can shoot a second web 
before you let go of the first (and pull off some 
neat slingshot moves), you can jump off in mid¬ 
swing, you can hold on as long as you want to get 
the maximum power from a swing, turn subtly or 
sharply, or you can throw yourself at a building 
and slide down its face or start climbing — all 
without stopping. "In many games when you 
land or make a transition from one movement to 
another, there tends to be a stop," says Moriwaki. 
"We found every location where we were doing it 
in the last game and replaced it with a transition. 
When you land, you keep moving. We allow any 
transition animation to be interrupted by whatever 
the next movement is." The result is the Spider- 
Man who lives in every comic fan's imagination 
coming to life on the screen, following the player's 
every whim instead of a script 

"It's relatively easy to pick up," says Moriwaki. 
"But the nice thing is, over the course of the 
gameplay experience, there's almost an infinite 
amount of space to improve and explore, just 
within the locomotion system, aside from the 
significant amount of space to explore in the actual 
physical environment." 

CITY OF ANGLES 

That physical environment, of course, is New York 
City, and it has as much to do with Spider-Man's 
movement as the control scheme or animation 
system. "The environment is an integral part of the 
swinging experience," says Moriwaki. "Buildings 


Time passes in Spidey’s world, complete with full shadows 
and sunrises and sunsets. On one building, there’s even a 
clock that tells you the game world's time. 
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Treyarch s Tomo Moriwaki says. "We re trying to make it feel like you're Spider-Man doing your Spider-Man job. 
and that the story is happening to you — you’re not generating it.“ 


bring back for them. We have a context to do it 

— in other circumstances, it would be ridiculous, 
but here it's perfect" 

Of the more formal missions, Moriwaki says 
there’s a fair amount of variety there as well. 
"There are eight or nine different archetypes 

— the robbery archetype can consist of an 
armored car or a location like a bank or a 
convenience store being robbed, and it can 
transition into a chase, where a guy jumps into a 
car and tries to get away. And we have a custom 
car combat mode, where you can chase after a 
vehicle, land on it, attack it, and disable it, and that 
can also lead to them going to a different interior, 
like a hideout where the guys would come out as 
reinforcements." 

Other missions are more theatrical — literally. 
"Mysterio is one of the principal villains,” explains 
Moriwaki. "We tried to maximize the weirdness 
and coolness that Mysterio brings to the table." 
One of Spidey's missions is to go to Mysterio's 
funhouse-like headquarters. There, you'll battle 
demented clowns as well as utterly disturbing, 
deformed mirror replicas of yourself. Ultimately the 
showdown culminates at a theater — and when 
a fire breaks out, you’ll need to rescue innocents 
while fighting off Mysterio’s minions and dodging 
some gorgeously rendered flames. 

RADIOACTIVE RODEO 

The straightforward combo system should be 
generous to button-mashing newbies as well as 
proficient technicians. "Our combos are done 
with the attack, jump, web, and dodge/grab 
buttons," explains Moriwaki. "You can do attacks 
from dodge moves, which makes things feel more 
reactive.” (You'll know when to dodge when your 
Spider-Sense alerts you.) One of the more amusing 
combos is the so-called "Spider Rodeo,” in which 
our hero spins a bad guy over his head on a tether 
of webbing, cowboy style. 

Spidey can also pop crooks 
into the air and sling them 
upside down from a 
light post. "We try to 
bring fighting into 
the air,” says 


Moriwaki. "We have a lot of air juggles, air combos 
up in the sky, and a lot of use of web in combat" 
Spidey's also gained a sprint move, which can 
modify his attacks as well as his jumps and swings. 

Best of all, if you're mashing buttons and 
unintentionally do something cool, the game will 
pause and let you know. "We have interrupts 
at various points when you do something 
accidentally," says Moriwaki. This is less boring 
and rigid than a tutorial, and really encourages 
the player to learn by doing — which is more fun 
anyway as any gamer knows. 

With an experienced staff of developers, a 
unique character who enables unique gameplay, 
and the full cooperation from Sony and the film 
team ("Sam Raimi is on our regular approval list 
so he sees all our stuff,” reveals Powers), there's 
nothing in the early Xbox build to suggest that 
Spider-Man 2 won't meet all the ambitious goals 


SPIDEY GTA? 


its creators have set for it The graphics look fluid 
and stunning; the controls, having been the first 
thing designed, are already tuned, responsive, and 
inviting. Everything's falling into place wonderfully. 
The game will also be available on the PlayStation 
2 and GameCube; the PC and GBA versions will 
feature different gameplay but will also be out 
around the same time in July. 

"You know how with a lot of licensed products 
you're trying to milk it for all it's worth?" asks 
John. "This one, it's weird — this particular license 
challenged us to come up to its level.” 

It's a challenge Treyarch took seriously. "Spider- 
Man is not our hero. We don’t own Spider-Man," 
says Moriwaki. "The public owns Spider-Man. We 
have a responsibility to them... or,” he adds with a 
laugh, "they’re gonna ditch us.” 

In other words, with great power comes... 
you know. 


A large city where you can travel to any place you can see. random crime events mixed in with 
scripted missions, the passage of night and day... has Spider-Man moved from New York to 
Liberty City? The comparisons to Grand Theft Auto have stayed with Spider-Man 2 throughout its 
development, and while it's an easy shorthand for gamers, is it fair or accurate? Yes. says Treyarch 
— as long as you're speaking the same language. 

“When I hear someone say it. I disagree with what they're saying — but if I'm just thinking 
it. I'm totally cool with it.” explains Treyarch s creative director. Tomo Moriwaki. “When I think 
of GTA. I think of the open-ended experience. I think about the options for the player. I think 
of a space you can start integrating with — and that's exactly what we re trying to have. 

\ v But when they're saying it. then I know the associations they're giving me are a lot 
r ^ K different, and I'm like. Well, we re not quite doing that.' We don't want to be associated 
with running people over and stuff like that. As a game, at a fundamental level, it’s totally 
different. But in a structural way. it's very similar.” 

Senior Producer Gregory John agrees. "Spidey GTA. in a nutshell — yeah! Sure — if they 
understand what that statement really means. When people hear Spidey GTA.' they think immediately 
that it’s GTA with Spidey grafted on. But what that statement really means is that it's Spidey — there's a 
very strong Spidey element — and the GTA side is an open-ended environment and the nonlinear stuff. 
Just give me Spider-Man in Manhattan, exactly how I envisioned Spider-Man.” 
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FIGHTING WITH STYLE 

"Fighting styles in our game are more like 
general fighting classes," says Producer 
Josh Holmes. Each style consists of a bunch 
of moves, including signature finishing 
moves and special knock-out attacks. 

Martial Arts: Martial artists rely on quick 
strikes and counterattacks, and they're 
very strong on defense. They can use the 
environment for powerful flying attacks, 
which they may use to KO an opponent 
Kickboxing: Kickboxers depend on kicks 
and kicking attacks, but they may tie up 
opponents in a clinch and throw kick, 
punch, and elbow combos. If they manage 
to land these combos, they can KO the foe 
with a haymaker at the end. 

Submissions: A submissions expert 
works on specific parts of the body and 
tries to get his foe to give up. By locking 
up and breaking parts of a foe's body, a 
submissions expert can tie up an opponent 
in a submission hold and make him tap out 
Street Fighting: Street fighters are brawlers 
through and through. They rely on brutal 
punches and punch combos, along with a 
few less technical throws. Street fighters 
can KO opponents with a haymaker punch, 
which they can throw at any time. 
Wrestling: Wrestlers are the masters of 
throws and holds, but their strikes are 
slower than anyone else's. It takes tons of 
damage to bring one down, and a wrestler 
can KO an opponent with a front or rear 
hard grappling move. 


Packed with hip-hop celebrities and urban attitude, Def Jam Fight For NY 
is far more than just WWE Street. BY D-PAD DESTROYER 


he best wrestling game in recent 
memory isn’t even, strictly speaking, 
a wrestling game. Last year’s Def Jam 
Vendetta took AKI’s best-ever wrestling 
engine, combined it with Def Jam recording artists 
and their music, and, oddly enough, ended up 
as an ultimately playable and cool brawler with a 
real, innovative edge. This year, developers AKI 
and EA Canada are throwing in more of what the 
fans (and the rappers) wanted as they lovingly 
craft Def Jam Fight For NY. 


JAM ON IT 

Josh Holmes, EA Canada's producer for Fight 
For NY, heard your cries and complaints about 
last year's game. As good as that game was, it 
definitely had some shortcomings. Vendetta’s 
developers themselves had one big pet peeve: the 
ring "We had some really cool environments in 
the last game, but they were always just pretty 
backdrops behind the ring," says Holmes. "People 
wanted to get out and use the environments 
to their advantage. The Def Jam world just felt 


better suited to a true streetfighting experience, 
so that's what we set out to create. " Fight For 
NY’s venues range from subway platforms and 
boxing rings to Fight Club — like pit-fights and 
burning warehouses with ever-encroaching 
flames. 

All environments have interactive objects 
(including weapons), crowds that grab your guy 
and push him back into the fight, and breakable 
lamps perfect for receiving your opponent's soft, 
fleshy forehead. These interactive arenas take the 
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focus off the squared circle and place it firmly on 
brutal, badass streetfighting. 

Besides the need for more interactive venues, 
Vendetta's other big weakness was its lack of a 
Create-a-Fighter mode. This year, you'll be able 
to create your own fighter from the get-go by 
talking to a sketch artist early in the game. By 
answering the artist's questions, you'll eventually 
come up with a fighter who looks like you’d 
expect. With that done, you'll then head into 
the Gym where Henry Rollins (yes, the Henry 
Rollins) waits to whip you into shape and let you 
choose your fighting style. From then on your 
character, down to his hairstyles, tattoos, outfits, 
and jewelry, is yours to customise as you see 
fit. Much, much better than last year's choice 
between Fast Guy, Strong Guy, or Balanced Guy. 


NO SPANDEX ALLOWED 

Def Jam Vendetta’s desperation to be considered 
anything other than a wrestling game didn't change 
the fact that that's essentially what it was. Fight For 
NY is working hard to shed that moniker. "The first 
time you see the over-the-top finishing moves," 
says Holmes, "you’ll realise that this is about the 
farthest you can get from sweaty men in tights." 

But there's more to the new game than just big 
finishing moves. The biggest addition to the way 
the game plays this year is the concept of individual 
fighting styles, which give you all sorts of ways to 
customise your character. You’ll choose one primary 
and two secondary styles for your fighter, and learn 
moves from those styles exclusively, giving fights 
an element of skill and diversity that most other 
wrestling games can't match. 

The five fighting styles enable a certain 
amount of customisation for your fighter while 
also encouraging replayability and bringing 
some RPG elements into the mix. "We wanted 
to create a system that was RPG-inspired and 
required users to make choices about the type 
of fighter they wanted to create," says Holmes. 
“The system we designed allows for a lot of 
growth and customisation without being overly 
complex." As your character develops, you’ll head 


into the gym to train, learn new moves and styles, 
and build up your character's abilities. Thankfully, 
points used to upgrade your character's fighting 
prowess are separate from the ones used to buy 
unlockables like jewelry and clothing; you no 
longer have to choose whether your fighter will 
look good or fight well. 


THE 4-1-1 

While brawling games are all about multiplayer 
(and FFNY is no slouch in that department), 
Vendetta's single-player game left a little to be 
desired. Concerned that last year's game was 
too linear, the developers have set out to make 
a much more open single-player mode this time 
around. Not only will Story mode be three times 
longer and have six times more story content than 
last year's, but it will also feature branches based 
on your performance and character choices that 
should make the game ever more repayable. 

As Vendetta fans may know, D-Mob (the 


evil leader of the underground fighting scene) 
has been arrested in connection with a shooting 
at the final match of that game. On the way to 
jail, however, D-Mob escapes with the help of 
a shadowy figure. You begin the game as one 
of D-Mob's fighters, charged with helping the 
crime lord regain his territory from the even- 
more-sinister Crow (whom you may recognise as 
Snoop Dogg himself). 

As you fight through the game, you face 
down characters featuring the voices and 
likenesses of famous Def Jam artists, such as 
Redman, Ludacris, Busta Rhymes, and more, 
along with other recognisable faces like Carmen 
Elektra and Danny Trejo (trust us, you’ll know 
him when you see him). Even your character’s 
best friend, Blaze, is played by Wu Tang's Method 
Man. Interspersed among the celebrities are a 
number of characters created just for this game, 
including a few that Vendetta vets will recognise 
from last year’s title. 
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EA is used to working with famous 
people for its games, but hip-hop stars 
are notorious for their attitude and image. 
What's it like working with some of the 
most famous rappers in the industry? 

Producer Josh Holmes headed up 
all of the studio sessions with the stars. 
“Everyone was a joy to work with," he 
says, "so it's really hard to single people 
out" Holmes says that Method Man was 
awesome because “he’s someone who 
really cares passionately about whatever 
he's creating, and being an avid gamer, he 
really understands what goes into making 
a game great" 

Redman, on the other hand, made 
things interesting during the recording 
sessions. “At the time, we still weren't 
sure whether the game was going to be 
Mature or Teen, so I kept asking him to 
give me a clean version of his lines, and 
every time he'd double the amount of 
profanity." 

In fact, it seems like Holmes had a 
great time with everyone involved. "The 
Southern guys were all great. Ludacris, 
Scarface, Bonecrusher, David Banner, 
Bubba Sparxxx, Lil’ Flip, and FamLay 
— they were some of the most polite and 
cooperative people we worked with. [And] 
Lil' Kim was a total sweetheart I had 
heard so many stories about her being a 
diva, so I was a little intimidated to finally 
meet her, but she was a total pro — and 
absolutely gorgeous in person." 


KING OF BUNG 

You can’t make a hip-hop inspired game 

► without bringing along the clothes and the 
attitude of urban culture. Even the rappers 
involved in the game were clear on this, 

^ says Holmes: "They wanted to wear 
real authentic branded gear, and, 

I of course, they all wanted their 
jewellery to sparkle and shine." 

You'll win money for 
fighting in Fight For NY, 
which you’ll then be 
able to take to various 
\ l shops to exchange for 
stuff. You’ll be able to 
Jp shop for authentic- 

v label clothing, buy 
jewellery sold by 
famous designer Jacob the Jeweler, head to a 
barber shop to get yourself groomed right, and 
hit up Manny (the “best friend" from Vendetta) 
for a sweet tattoo. You'll even have access to the 
trafficker, a character who enables you to trade 
unlockables in true Animal Crossing fashion to 
get the clothes and bling you might never find 
otherwise. 

Clothing and jewelry aren't just for show, 
either. Each article of clothing and jewellery inflation in which the best clothes cost hundreds 
will give you a certain bonus to Charisma, of thousands of dollars, 
making it easier for you to gain momentum 
during a fight. You better think it through, 
though, because the more you fight in a 
particular outfit, the more its bonus fades 
until you change your clothes. You’ll need 
a huge wardrobe of outfits if you want 
to win, encouraging you to spend your 
hard-won bucks on threads without 
having a ludicrous DOAX-like outfit 


AAO' MONEY 

While last year's Def Jam was one of the best 
brawlers in recent times, Fight For NY aims to add 
depth and power to the game while expanding its 
celebrity profile. Considering that the formula of 
Def Jam plus brutal streetfighting was a success 
last time, Vendetta's sequel will definitely be 
worth watching when it ships this spring. 
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The sky is on fire. At least it looks that way, as the dying sun splays out the day's last breath across 
the Los Santos skyline, sealed in smog. Carl parks his stolen lowrider in a poorly lit alley, steam still 
funnelling from an engine that's struggling to shake off a recent high speed pursuit Blood stains the 
bonnet some stupid ho that stumbled out from behind a parked car. The couple of homies from the 
Orange Grove gang Carl picked up on the journey from San Fierro are fidgeting in the back, their 
fingers flicking back and forth hungrily across cold triggers. Suddenly the door opens in the dump 
across the street — it's Tre. Carl stamps on the gas — it's time for some payback ... 


R ough, raw and very adult, this is the 
new world of Grand Theft Auto. It's 
New Jack City, its NWA, it's racial 
vilification, it's California circa early 
90's — a seething cauldron where the Great 
American Greed collides with racial polarity in 
an urban war zone. Into this volcanic mess steps 
Carl Johnson (you). It’s been five years since he 
left the ghetto, his gang and his family for Liberty 
City (yes, that Liberty City), but following the 
death of his brother he returns to find everything 
in disarray. Rival gangs are moving in on his on 
the verge of conquering his turf, two corrupt cops 
(Frank Tenpenny and Eddie Polaski) are applying 
the heat to his family and his old crew (brother 
Sweet, sister Kendall, Smoke and Ryder) are at 
each other’s throats. Reluctantly, it's up to Carl to 
set things right. 

It's a very real story and Rockstar North 
have gone to great lengths to make one of 
the more tumultuous times in California's 
history live and breathe again within a virtual 
world. From the deepest ghetto to the ritziest 
Casino, from the Hollywood Hills to redneck 
countryside — the West Coast milieu has been 
digitally photographed and its history thoroughly 
researched to help complete the illusion. 

Rockstar North even employed the sen/ices of 
photographer Estavan Oriol (Cypress Hill video 
director) and film producer/director DJ Pooh (an 
Ice Cube affiliate) who helped to assay life as it 
was on the streets during that period. Through 
these methods Rockstar believe they have 
created a living breathing world, a world with 
cities, countryside, hills and mountains — a world 
called San Andreas. 

THE STATE OF PLAY 

That's right, GTA:SA goes well beyond the city 
confines of Vice City. San Andreas is a state, 
dominated by three main cities. Los Santos (Los 
Angeles), Las Venturra (Las Vegas) and San Fierro 
(San Francisco). Each city has its own distinct 
personality which will, in turn, offer greater 
variety in gameplay experiences and landscapes 
to explore. In addition to this, the cities are 
separated by rolling countryside that put their 
own distinct fingerprint upon your experience. 
Out on the rolling fields your character is out of 
his element and there will be things a lot more 
dangerous than nature to deal with — thank you, 
Cletus. All in all, Rockstar North expects the world 
to be a ludicrous six times larger than what we 
experienced in Vice City. Two words — Holy Shit! 


IT'S ALIVE! 

Zoom in on this massive map a little and the 
buildings of each city have also been massively 
improved. Like Vice City, you can head into 
various buildings, but they are a lot more detailed 
than seen previously. Not only are they fully and 
independently rendered, but they are decked out 
with furniture and 'personality props'. There's a lot 
more emphasis on buying property (you can even 
design, build and run a Casino), but this is more 
important for home invasion. Yes, gamers will be 
able to break into homes and loot valuables, but 
it will be a skill you must master as a wayward 
robbery will simply get you shot. Given these 
developments, it's no surprise to discover that 
money is more valued in San Andreas. 

Tweak the lens a little more and we get down 
to street level, where things will be very cluttered. 
Despite the enormity of the world, Rockstar 
North promises that every inch of the map will be 
distinct and memorable, even in the desert. The 
garage of vehicles you will have access to has also 
grown. Naturally, they have changed with the 
times, but they will be much more diverse with 
greater depth on the water and in the skies, plus 
you can ride things like pushbikes (button bashing 
to pedal). Car physics will be much tighter, which 
will make the changes in landscape (hills of San 
Fierro vs. flatlands of Las Venturra) much more 
dynamic on handling. The radio function is 
back too and although the track-listing is under 
lock'n'key, the music of the times (hip-hop, 
grunge, techno) will be prevalent. 

Keep peering into the underbelly of San 
Andreas and you get to its most valuable 
commodity — its Al. Each sprite will have 
an independent brain that will react to your 
actions in its own unique way. You can even 
recruit NPC's to join you in drive-bys and home 
robberies. Thus your average Joe-NPC will be a 
much more valued component of the gameplay. 
Without debate, the weakest component of GTA: 
VC was its aiming and hand-to-hand combat 
physics, both of which have undergone heavy 
developmental time. Although this component 
hasn't been seen, it will be an expansion on the 
combat system seen in Manhunt — which is 
definitely a positive step. Plus, you will not only 
get hip new 90’s weaponry, but will also be able 
to smack heads with day-to-day items such as 
restaurant chairs and traffic cones. To top this all 
off, a dynamic difficulty system will adjust mission 
difficulty according to how you are progressing, 
so even if you suck, you will not be a step behind. 


FAT BASTARD 

More than anything else, RockStar North appear 
to be very close to nailing their initial dream — to 
create a true, 'alive' world. Everything you do will 
directly affect your story — the gameplay isn't 
split into mission/non-mission, you're part of a 
world that will hum along happily without you. 

In addition, you must look after Carl much like 
you would a character in The Sims, making sure 
he dines regularly. Pig out on junk food and he 
will get fat, which means he will get slow and 
even NPC's will start calling you a fat bastard. 
What then? Head to the gym and work it off, or 
go and have a swim — yes, a swim! And if all 
that doesn't make your mind boggle, you can 
just wander around checking out the inspired 
new graphics engine, complete with real-time 
reflections, radial lighting, realistic ragdoll affects 
and independent night and day models. 

So take a breath and let that all sink in, then 
re-think your thoughts on gaming's immediate 
future — its face is about to change. And jot 
down October 22nd 2004 as a date truly worthy 
of anticipation. Chris Stead 


THE GTA LEGACY 

Competition: Many have tned to knock 
GTA off its perch, all have failed. The long 
list of titles lost in its massive shadow 
include: Driver 3, True Crime: Street of L A, 
The Getaway, Simpson's Hit 'n' Run and 
Jak 2. 

Rockstar They have taken over from Rare 
as the developers held in the most awe by 
consumers and competitors alike. Although 
Rockstar’s other titles such as Smuggler’s 
Run, Manhunt and Red Dead Revolver 
aren't as exceptional, they are always daring 
and different. 

Genre-AAeshing: Before GTA games were 
usually genre-specific and very defined. 
However, GTA opened the door for a whole 
new world of gameplay where boundaries 
were not set by genre, but simply by 
imagination. 

A-List Casts: OK, so AAark Hamill has been 
doing games for ever, but real actors rarely 
dropped that low in order to put food on 
the table. But GTA: Vice City’s vocal cast of 
superstars showed that times have changed, 
and Hollywood and gaming have never 
been so dose as they are now. 
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THE GREATEST 
GAMES SHOW ON EARTH 


E3 Goes Here 

The Electronic Entertainment Expo 
takes place in the LA Convention 
Centre in downtown Los Angeles. 
The best way to see downtown LA 
is from a distance... 




E very May in Los Angeles, the titans of the gaming industry try to out-maneuver and 
out-hype each other to influence anyone and everyone who has anything to do with 
interactive entertainment — including you, dear reader. Attending the E3 show are 
investors who speculate how well a given company's stock will do, retailers who judge 
how many copies of a game they might have to order, and the press who scramble to cover every 
worthwhile game shown. If it sounds like E3 is a big mass of stress and loud music laced with 
propaganda, that’s because it is. There are so many games on show that it would literally take the 
entire issue to show all of them. Luckily, GamePro managed to sift through the chaos and crafted 
this handy guide to the hottest and most noteworthy games and happenings of E3 2004. 





Mike Wilcox shows off his 
Alienware laptop prize 


Even in the 
Playboy Mansion. 
GamePro Ed Stuart 
has to resort to 
a magazine 


Hef checks out the game with a 
few O^iis girlfriends 


Party! Party! Party! 


E3 is famous for its many lavish parties, but 
2004 will always be remembered as the year E3 
crashed the Playboy Mansion. By Mike Wilcox 


I hile crowds queued for hours to see the likes of Half Life 
I 2 and to fondle a PSP at E3, it was nothing compared to 
^ the lines winding their way into some of the after hours 
parties that have now become as important on the E3 
schedule as playing some of the big games at the show. 

Unsurprisingly, Hollywood proved a popular party destination, with 
both Vivendi Universal and Nintendo holding their swarees in downtown 
Tinsel town, while Sony put on a party with panoramic views under the 
stars, right next to Dodgers stadium. Though going by the photos sur¬ 
rounding this article, few of you would argue that the party with the best 
views goes to Ubisoft who were showing off their upcoming Hefner-sim 
game, Playboy: The Mansion. The party took place poolside at the real 
Playboy mansion itself somewhere in Beverly Hills. 

On the same night, back down the hill in Hollywood, Vivendi Universal 
had crammed 800 guests into one of L.A.s oldest art deco establishments, 
the Avalon, which nowadays is a hot clubbing spot. The venue took on 
a glitzy Vegas feel with the place suitably decked out in neon signs and 
dancing go-go girls. Entertainment came by way of L.A. based funksters 
Maroon 5, followed by legendary master of the decks, DJ Paul Oakenfold. 

Across on the other side of Hollywood inside the same building that 
houses the famous Kodak Theatre, Nintendo had rolled out the red shag 
pile carpet for some 2000 guests, who spilled into half a dozen different 
rooms filled with plasma screens and interactive gaming units. Food and 
drinks flowed freely, as did the live music highlight for the evening — a 
sterling performance from Sheryl Crow and her band. While Sony's hilltop 
bash wasn’t this year's hottest party ticket (as it is every other year), the 
event was still as impressive as ever. Several thousand people wined and 
dined, then were treated to a concert featuring Black Eyed Peas, Missy 
Eliot, and The Crystal Method. After that there was dancing and drunken 
mayhem with some top US DJs. 

The once in a life time party award however must go to Ubisoft’s 
Playboy Mansion shindig. Once party-goers were transported to the location 
by coach, they could roam the mansion grounds freely. The game, the girls, 
the famous grotto and even the zoo were all on show. Mr.Playboy himself, 
‘Hef, put in a brief appearance during the evening, but it was obviously the 
bunnies who were the stars of the party. Everywhere you turned there they 
were, smiling, ready to have their photo taken, including past Playmates 
Julie McCullough and Collen Shannon. That's apparently what they do! 

Yours truly even managed to pull the lucky door prize on the evening 
an Alienware Area-51 m laptop, I mean how much more fun can a guy ask 
for in one night? E3 2005 look outl 
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n o, it's not just a retread of the last 

couple of games, something has truly, 
fundamentally changed: the battle 
system. Chalk it up to the influence of 
Final Fantasy Tactics designer Yasumi Matsuno. 

First off, there are no more random 
encounters!. Every enemy is visible as you 
wander through the world (viewable from any 
angle now that the camera's mapped to the 
control stick), and combat takes place in real time 
right there on the map without loading up a sep¬ 
arate battle screen. You can position characters 
(three are out at a time) and move about freely 
as you battle — and, what's more, battles don't 
take all day! It plays a bit like KOTOR, and 
the Final Fantasy XI influence is crystal clear 
(Matsuno's favorite FFXI enemy, the Mandragora, 
even makes an appearance). 

Matsuno also says that there's not going to 
be a "straightforward" XP and level-up system, 
allowing you to totally customize your characters 
as you see fit without a crazy sphere grid, 
with magic types (yes, summoning will return) 
divided into more diverse color groups (including 


"green"). Granted, some people are gonna hate 
these changes — when you mess with FF, people 
notice — but kudos to Square Enix for having the 
nerve to shake things up. SD 

Developer: Square Enix 
Publisher: Square Enix 
Release date: 2005 


Final Fantasy XII 


BEST 

PS2 


Halo 2 


BEST 

■ XBOX ■ 


e can explain what Halo 2 
looked like at E3 in a single 
phrase: predictably awesome. 
Knowing Bungie's track record, 
having played through the first Halo, having 
followed every rumour and advance screen 
shot on the sequel...did anybody not expect 
Halo 2 to be delicious? Of course not. So when 
hands-on time was finally achieved and we got 
to try a game of single-flag Capture The Flag for 
ourselves, the result was...predictably awesome. 

Halo 2 in playable form lives up to the 
expectations of every gamer. The level was 



Zanzibar, a sandy fortress with multiple 
entryways and crumbling walls. Hijacking 
occupied vehicles is easy, brutal, and alarmingly 
fast; just tap X in front of or behind a Ghost, 
and the driver pops out violently. The 
new rocket-launching Warthog is a sweet 
improvement; rockets can now lock on to 
targets and follow them for a homing surprise. 

Wielding two weapons at once is intuitive and 
a hell of a lot of fun. Each trigger fires that hand's 
weapon — the left-hand weapon is fired with the 
L trigger; the R trigger, as normal, fires your right- 
hand weapon. When wielding two weapons, 




you cannot throw grenades, so it's something of 
a strategic decision as to whether you want to 
Woo your enemies. Better still is the badass Elite 
energy sword, which any player can now wield. 
The needier is also a vastly improved weapon this 
time around. 

Since the game's biggest features were 
announced and demonstrated last year, it wasn't 
really a surprise to see that Halo 2, with another 
year of polish, was even further along the path 
to incredible. Mark your calendars for November 
9 and start counting off the days — you won't 
be doing anything but playing Halo 2 after it's 
released. But, again, you could have predicted 
that, too. Dan Elektro 
Developer: Bungie 
Publisher: Microsoft 
Release date: November 9 
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Resident Euil 4 


BEST 

GAMECUBE 


es, we've all played our fair share of 
sequels, and few series have served 
up as many as Resident Evil. So what 
makes Resident Evil 4 special? 

For starters, RE4 is drop-dead gorgeous. The 
prerendered atmospheres of past games are 
history as the visual scheme now consists of a 
semi-first-person view. The grainy visuals enhance 
feelings of dread, and there’s plenty of detail to 
be found, right down to chunks of gray matter 
that splatter across the screen when a shotgun 
blast is delivered at point-blank range. 

Story-wise, forget Umbrella: The chemical 
conglomerate has been shut down by the 
government, and there's nary a zombie to be 
found in RE4. The only thing connecting RE4 to 
other games in the series is Leon Kennedy, who 
was one of the survivors from RE2. It's six years 
after Raccoon City was nuked off the face of the 
Earth (as recounted in RE3: Nemesis), and Leon 
is an agent assigned to protect the president's 
daughter, Ashley. She is quickly kidnapped, 
and Leon begins his search in Europe. You start 
by taking on psychotic villagers, but later in 


the game. Leon eventually stumbles across a 
castle that's populated by fire-breathing monks 
and other dangers. Things become even more 
difficult: When Leon finds Ashley, he must 
successfully keep her from harm's way as she 
takes damage. If Ashley is grabbed and carried 
away, Leon must carefully shoot her assailant 
in the leg. Leon's arsenal includes a shotgun, 
revolver, hand grenades, rocket launcher, and 
scope rifle — among many others. 

One notable key technique is the " action - 
button system." At key points during the game, 
the player is prompted to press the A button, 
and, depending on the situation, Leon performs 
a certain action, ranging from jumping out a 
window to pushing a heavy object against a door. 
The system lends a nice touch of spontaneity 
and unpredictability, and it makes Leon a more 
formidable character when he's unarmed. Based 
on what was shown, this could be the scariest 
entry in the series yet. MM 
Developer Capcom 
Publisher: Capcom 
Release date: Early 2005 




Half-Life 2 

ess is more...right? To be honest, we 
weren't all that saddened when Valve's 
demo of Half-Life 2 this year didn't 
really show us anything we didn't 
already know. The world was convinced back 
when the developer rolled it out in 2003, and, 
well, spoilers suck. 

The few tailored-to-tease playable areas 
did demonstrate, however, that Valve's gift 
of hyper-immersive sci-fi storytelling wasn't 
just a fluke as Cordon wandered through the 
Orwellian nightmare of City 17 as confused, 



BEST 


PC 



bewildered, and awestruck as the gaming 
geeks participating in the demo. 

Valve's in-theaters-only presentation was 
interesting in that it showed off examples of 
what play-testers were doing with the game's 
extraordinary physics engine — hurling couches 
across floors to crush enemies against dirty 
walls, using the game's super-spiffy gravity gun 
to pull themselves out of precarious situations: 
more proof that the unscripted insanity we 
were hoping would be in the game actually is 
in the game after all. 




The areas they showed — a seaside ride 
in a dune buggy avoiding roller-mines, a brief 
glimpse of “fast zombies” in a graveyard with 
a crazy priest, and a hovercraft skimming 
across a grimy, littered pond being bombarded 
by helicopters — didn't give away a single 
bit of story, but they did teach us one thing: 
Physics is fun, kids. Swear to Cod. 

Oh, and good news for all you multiplayer 
fans: All of the old Half-Life games (Counter- 
Strike, Day of Defeat, Team Fortress) are 
being ported to Source, meaning you'll be 
able to play all your old faves in shiny new 
clothes the day the game ships. Whenever 
that is. SD 
Developer: Valve 
Publisher: Sierra 
Release date: Who knows? 
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Paper ITlario 2 

P aper Mario 2 takes the paper concept further than its predecessor. 
You can now fold Mario into different shapes, such as paper 
airplanes, to reach far-off areas or flatten yourself to slide through 
cracks and under doors. The combat system is much more fun as battling 
takes place in front of an audience; the better you fight, the more your 
audience grows and the faster your special ability meter fills, while nailing 
perfectly timed split-second mini-games lets you perform super moves. The 
game played great and looked stunning, and even without the bonus stories 
that let you play Super Mario Bros, from the perspective of Bowser and 
Princess Peach, Nintendo's got the makings of yet another classic. IM 
Developer: Nintendo Publisher: Nintendo Release date: October 



Tom Clancy's Splinter Cell 3 

L ike you, we're also remarking on how soon another Splinter Cell 
game will be released. It may seem that Ubisoft is milking its 
high-profile series in short order, but a demo of this new stealth 
adventure can easily make you retract those preconceived notions. 
Sneaking around is still the main menu, but Sam is now rewarded 
with a greater arsenal of close-combat moves, including (finally) knife 
attacks. And if you thought Pandora Tomorrow's multiplayer game was 
innovative, think again. The next round of online teamwork involves two 
spies infiltrating areas where it’s necessary to help each other advance. 
Not just another sequel. FD 

Developer: Ubisoft Montreal Publisher Ubisoft Release date: Late 2004 
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Xbox 


RACER 


Burnout 3 


B urnout 3's E3 (and EA) debut showed a dramatic upgrade to 
this arcade racing franchise's visuals and gameplay. Granted, the 
elements that define the series have returned — notably the spectac¬ 
ular, visceral wrecks — but because you're now rewarded for sending 
opponents spinning out of control and into walls, the potential for chaos is 
greater than ever. Six players can finally smash and bum online (on the PS2) 
using over 70 vehicles on 40 tracks. The pace is even faster than Burnout 
2's, and the Crash mode is larger than ever. In other words, bring your own 
seatbelt — Burnout 3's putting you through the windshield. And you’re 
gonna love it, dammit. DE 

Developer: Criterion Publisher: EA Games Release date: September 



Pikmin 2 


|- higeru Miyamoto’s delightfully charming game of exploration and 

—\ strategy fell shy of perfect due to two complaints: too easy and 
—i too short. So its sequel is doing away with the 15-minutes-a-day 
time limit, and its overall design will be more complex. Reprising the role of 
Captain Olimar, you'll be joined by a fellow space traveler named Louie and 
two new types of Pikmin when you return to the planet of the first game in 
search of hidden treasure. In addition to crisper textures and more detailed 
and challenging environments, areas and dungeons will randomly generate, 
giving the game more replay value than the first. What we're most excited 
about, though, is playing with or against a friend via split-screen. IM 
Developer: Nintendo Publisher: Nintendo Release date: August 
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ITIetal Gear Solid 3 


Prince of Persia 2 


□ nee again, Konami wowed audiences with the longest trailer yet for 
Metal Gear Solid 3: Snake Eater, and it revealed more of the game's 
play mechanics and narrative. While in the jungle during the 1960s 
Cold War, Snake must infiltrate a heavily guarded Russian base and trap 
and store his own food to maintain his stamina (he can also leave poisoned 
rations for enemies to use). 

There’s more emphasis on stealth this time around via various 
camouflage schemes, and Snake has a host of new hand-to-hand fighting 
moves, too. You can also count on a series of cut-scenes peppered with 
thoughtful dialogue. MM 

Developer: KCEJ Publisher Konami Release date: November 


P rince of Persia: The Sands of Time was praised by critics the world 
over but didn't set charts on fire. Ubisoft are sticking tough with 
their remade hero and PoP 2 will be out by Christmas, and it’s 
looking much darker and more violent than last year's title. There's more 
emphasis on combat and less on acrobatics and there's a new combat 
system and new projectile attack system. The story follows the Prince's 
journey to defy his preordained death, with you being are hunted by 
Dahaka, an immortal incarnation of Fate seeking divine retribution. You 
still have your power over time to help out in sticky situations and Ubisoft 
promise a longer game than the disappointingly short first. 

Developer: Ubisoft Publisher: Ubisoft Release date: November 




Xbox 


MOST 


Doom 3 


SCARY 


nder the vigilant eye of Nintendo, Retro Studios is poised to serve 
up another classic Metroid adventure. Following the downfall of 
the Space Pirates, Samus finds herself caught in an interdimensional 
battle between Light and Dark worlds created by a Phaezon meteor striking 
the planet Aether. You not only have to contend with Space Pirate remnants 
but also a spiderlike Dark race called the Ing. New for the series is a four- 
player split-screen multiplayer (no LAN) that integrates the lock-on and 
boost ball mechanics. With stunning visuals, dimensional travel, and new 
Light and Dark weapon mechanics, don't expect the standard hackneyed 
sequel. FZ 

Developer Retro Studios Publisher: Nintendo Release date: November 


m icrosoft's press conference offered a sneak video peek at 
Doom 3, which wasn't very revealing aside from the slow 
frame rate and lots of pretty renders. Running at E3, however, 
the playable demo of Doom 3 told a more encouraging story. This is one 
game that skillfully uses a flashlight to help search and destroy the evil you 
must face in the game — enemies lurk in every corner, and seeking them 
out leaves you armed with, well, only a flashlight. Even if it was just one 
level, Doom 3 certainly captivated and surprised many at the show and only 
whetted our appetite for even more. Although there isn’t an official release 
date for Xbox, let's hope by Xmas we'll all be kicking a little demon ass. FD 
Developer: Vicarious Visions/id Publisher: Activision Release date: TBA 
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Tom Clancy' 

T hese days, Tom Clancy games are 
a bonafide force to be reckoned 
with, but that wasn't always the 
case. While the franchise has always 
been quite popular on the PC side, it wasn’t 
until Ghost Recon hit the Xbox (and more 
specifically, Xbox Live) that things kicked into 
high gear for the military series. 

Unlike more accessible Clancy titles like 
Splinter Cell and Rainbow Six, the Ghost Recon 
series is much more meticulous and strategy 
oriented. Ghost Recon 2 adheres to this mold 
and ups the ante in several ways, starting with 
enemy A.I. 

A smart opposing force is critical in justify¬ 
ing your careful planning and patience in 
maneuvering to just the right position. You'll 
have a variety of new communication options 
to manage your team and the ability to view 
your character from a third-person viewpoint. 

The online aspect of Ghost Recon 2 is 
sure to please fans who have requested a 
myriad of refinements like improving the 
waiting lobby process, being able to select 


s Ghost Recon 2 


equipment in game, and setting up custom 
competitions. One feature developer Red 
Storm Entertainment is quite excited about is 
the split-screen multiplayer support for link and 
Xbox Live play. 

You can also play cooperatively through 
missions and save partway through if you need 
to tend to the outside world. 

Tokyo Drifter 

Developer Red Storm Entertainment 
Publisher: Ubisoft 
Release date: Late 2004 




PS2 $ 


mortal Kombat: Deception 


BEST 

FIGHTER 


ith Deadly Alliance, the Mortal 
Kombat series returned to the 
form that originally made it a 
classic, and Mortal Kombat: 
Deception aims to keep the franchise shining 
brightly. The fighting engine remains similar to 
Deadly Alliance's, including the three-stance 
system, but you can now punch opponents 
through walls and ceilings. MKD will also bust 
out of the ring with mini-games that include 
chess and a puzzle game much like Super Puzzle 


Fighter II. Characters will also be able to roam 
freely across a 3D landscape in a retooled, RPG- 
like Konquest mode where you control a young 
warrior, guiding him to fame and fortune while 
coincidentally learning the ins and outs of the 
combat system. You'll prowl through six realms, 
encountering both new and familiar characters 
to brawl with (reportedly, every MK character 
ever will appear in this mode!). 

In the title fights, you'll find 24 characters 
(not including the torrent of hidden ones) with 


roughly six moves and two Fatalities each. 
You'll be able to pick up weapons as well, 
and on the other side of the coin, losers can 
pull a suicide move to prevent victors from 
unleashing a Fatality. And to save the best for 
last, online competitions will be a big part of 
the action with both versions supporting voice 
chat. Air Hendrix 
Developer: Midway 
Publisher: Midway 
Release date: Late 2004 
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Tony Hauik Underground 2: 
World Destruction Tour 

T he Hawk-man himself gave a lucky few a run through of THUG2, 
which features a six city international road-trip led by Hawk and 
MTV's bad boy Bam Margera. While it will have the same sort 
THUG story mode, you will also be able to play like the classic Pro Skater 
games — complete with two-minute timer, S.K.A.T.E and secret tapes. 
Thankfully, car driving won't be back but there will be rideable objects such 
as Segway scooters and hospital gurneys. You will now be able to graffiti the 
environments and you can even create your own tag. SC 
Developer: Neversoft Publisher: Activision Release date: November 



Silent Hill 4: The Room 


□ on't turn your back or you may be attacked by — gasp — The 

Room! OK, so maybe the sub-title isn't the best, but just check out 
that freakazoid screenshot. Yep, Silent Hill is back. The story will 
follow Henry Townshend, who wakes up one day to find himself trapped in 
his own cursed apartment (welcome to the life of a gamer, mate). In order 
to escape, he must explore alternate dimensions using mysterious portals 
while avoiding the typically horrific nasties. What’s more, using an all new 
graphics engine, you will see these dimensions alarmingly start to meld with 
reality. Looks like more physiological 'fun' for horror fans and series veterans 
will be stoked by the inclusion of a first-person mode. CS 
Developer: Konami Publisher Konami Release date: Late 2004 



P52 


Backyard Wrestling 2 

T he first Backyard Wrestling was short-term fun but looked woeful. 
Backyard Wrestling 2: There Goes The Neighborhood not only 
looks a lot crisper but offers an enhanced single player mode as 
well as online gameplay where you can taunt your opponent. It's the 
classic ‘white trash' game — set in the heart of small town USA, there's a 
million dollars cash for the wrestler who can destroy everyone else. The 
'Create-a-Wrestler' system allows you to customize not only your look 
and accessories but body types and move sets as well. The wrestling now 
includes submission holds, body part specific damage and some impressive 
environmental and NPC interaction. Looks way better than the original. 
Publisher: Eidos Developer: Paradox Release date: Q3 2004 



R new galactic threat calls together Team Star Fox once more — but 
there are some new comrades to help you out as you engage in 
solo or team-based missions on both land and in the air. You can 
take matters into your own hands, or you can take advantage of the co-op 
system where partners fly two separate planes (or tanks) or co-pilot just 
one. Whether you're piloting an Arwing or a Landmaster Tank, or simply 
handling business by foot, you will have the option of taking enemies down 
in either first-person or third-person view. With new playable characters, 
multiplayer functions, and even a co-op mode, Star Fox 2 should prove to 
be one of the must-have games of 2004. TM 
Developer: Namco Publisher Nintendo Release date: Christmas 
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God of War 


S ony is preparing to make a major 
assault on the action/adventure 
genre in 2005 — in fact, it's going 
to war. God of War is a hack-n-slash 
epic currently in development at Sony's Santa 
Monica, California studio. Lead Designer David 
Jaffe put the “twist" in the Twisted Metal series, 
particularly Twisted Metal: Black; and God of 
War brings a similarly dark personality to the 
universe of Greek mythology. 

If you've already identified Ares as the 
Greek god of war, this game might be for you. 
Mythology geeks will freak as they engage in 
ferocious battles with legendary creatures big 
and small, including skeleton warriors, harpies, 
minotaurs, Medusa, and Cyclops. You begin the 
game as a Spartan warrior who's contemplating 
suicide, and the story unfolds in flashback mode 
to reveal what's driven you to the brink of self- 
destruction. Although details remain guarded, 
the game does have something to do with Ares, 
the god of war. Moreover, your quest is to find 
Pandora's Box, the game's ultimate weapon. 

Sony has described the game's concept 
as Clash of the Titans meets Heavy Metal 
magazine, and it's clearly intended to be 




Mature-rated with a capital “M.” The preview 
already shows that War will be bloody, gory, and 
brutal. Your main weapons are nasty, jagged 
crosses between a short sword and a hand axe 
that are attached to your arms with lengths 
of chain. You can grip the sword-axes by their 
handles for vicious, two-handed chopping and 
jabbing, or you can whip them around at the 
ends of the chains to become a sort of wicked 
human buzz saw. 

The combat system in the early version 
also reveals a proximity technique that fires 
off different moves depending on your 
environment. For example, when undead 
warriors attack you as you climb a chain hand¬ 
over-hand across a chasm, you fight them with 
kicks and leg grapples. 

God of War also features a finishing move 
system. After whittling down the health of 
certain massive creatures like the Cyclops, 
button symbols appear sequentially above their 
heads. If you time your button presses correctly, 
you can bust an acrobatic and gloriously 
gruesome demise upon your assailant. 


Your character is no saint either. Sure, you 



tear the head off Medusa and use it to freeze 
your foes, but you also solve puzzles that require 
human sacrifices (who do not go down quietly). 

Sony hopes God of War, which has been in 
development for three years and is due out for 
the holidays, will raise the bar for M-rated action. 
Will it be a guilty pleasure or a golden treasure? 
The gods will decide. Brother Buzz 
Developer: SCEA 
Publisher: Sony 
Release date: Early 2005 
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Forza ITIotorsport 


T he Xbox showcases Halo as its main 
attraction, but one of Sony's own 
star attractions is the overwhelmingly 
popular Gran Turismo series. So it's 
only natural that Microsoft would take a crack at 
shattering that racing monopoly. After two years 
of secret development, the result is Forza Motor- 
sport, and if Microsoft can pull off everything it 
talked about in an early demo, this new breed of 
racer might just nudge GT4 into the wall. 

The name "Forza'' is Italian for "force" in 
the sense of a rousing performance, not Luke 
Skywalker. For GT fans, the most rousing devel¬ 
opment is the news that collisions, wrecks, 
and other mishaps will damage the cars, 
affecting their appearance and performance. 
This seriously squelches Sony's long-standing 
explanation for GT's absence of damage since 
Forza has signed 60 manufacturers and all 
agreed to let their cars be damaged...in this 
game, anyway. Ranging from sports compacts 


to LeMans prototypes, the roster of rides 
includes cars from Nissan, Mazda, Porsche, 
Ferrari, BMW, Honda, Mercedes, Dodge, 
Chevrolet, Acura, and many more. 

You can deck out cars with body kits, 
spoilers, hood scoops, side skirts, custom 
paint, and more, and you can tune up the 
performance with aftermarket superchargers, 
racing slicks, alternate engines, suspension kits, 
and other parts. Microsoft wasn't ready yet to 
pin down an exact number of tracks, but it's 
promising a boatload of them, ranging from 
the city streets of Rio de Janeiro to famous 
tracks like Nurburgring and Laguna Seca. 

Along with damage modeling, Forza is 
also attempting to outpace GT in the A.I. 
department. Microsoft talks the expected talk 
about more lifelike responses from CPU drivers, 
but it also puts you in charge of those responses 
with "drivatars," an amalgam of "driving 
avatars." You can train your own drivatars, 



or A.I. drivers, to use your preferred racing 
techniques and style. Drivatars can then sub for 
you in races or train new drivers for your team. 

Last but not least, Microsoft is focusing 
intensely on an accurate simulation approach to 
the driving style, bandying about phrases like 
"aerodynamic-load modeling" that sure sound 
realistic. And online play will of course be a big 
part of the action as Forza will support eight- 
player races over Xbox Live. Microsoft has a lot 
of work left to do under Forza’s hood, but this 
initial look at the game already makes it one of 
this year's top racing prospects. Air Hendrix 
Developer: Microsoft 
Publisher: Microsoft 
Release date: Late 2004 
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Traps") have also been included as a stylish and 
clever means of disposing a group of enemies 
with several traps coming straight out of famous 
film scenes (like becoming fish food in a shark 
tank or being sawed in half by a laser). 

But beware as your foes will not hesitate to 
use these environmental ambushes against you 
whenever possible (they don't call it "E.V.I.L." 

A.I. for nothing). And as half the fun of being a 
bad guy is playing dirty, you can take any enemy 
character hostage and use them as a human 
shield or simply blow them to kingdom come 
with your duel weapon-wielding ability. 

In typical EA fashion, no expense has been 
spared in capturing the essence of the classic 
Bond villains as a number of notable Hollywood 
talents have been hired to create the immersive 
world of Rouge Agent (including Academy 
Award-winning production designer Sir Ken 
Adam). At present, only Dame Judi Dench as M 
has been confirmed on the roster of vocal talents, 
but further casting choices will be revealed in the 
months to come. 

If EA can successfully combine the cinematic 
quality of The Lord of the Rings games with the 
slick spy stylings of the Bond universe (as it did in 
this year's Everything or Nothing), then FPS fans 
and evil espionage enthusiasts will have one more 
killer title to keep an eye on this Christmas. It's 
gonna be a crowded release season! Bones 
Developer: EA LA 
Publisher: EA Games 
Release date: November 


GoldenEye: Rogue Rgent 


I hile the name GoldenEye 
I instantly conjures up fond 
^ memories of the N64 megahit, 
EA has been quick to point 
out that GoldenEye: Rogue Agent is not a sequel 
to the 1997 fan favorite — at least not directly. 
Whereas Rare's GoldenEye 007 was based on 
the movie of the same name, Rogue Agent is an 
entirely new and unrelated adventure that pits 
the armies of seminal Bond bad guys Dr. No and 
Auric Goldfinger against one another in an all-out 
war for supremacy in the criminal underworld. 

You play a young, dark-minded "double- 
0" agent in search of a new place to ply 
your trade after being expelled from MI6 for 
reckless brutality. Not being one to let a golden 
opportunity pass you by, you accept Goldfinger's 
recruitment offer and join his evil elite, but 
quickly lose an eye in combat with Dr. No's 
henchmen. Goldfinger's technicians replace your 
missing peeper with a gold-hued, synthetic eye 
with special capabilities, thereby earning you the 
name "GoldenEye." 

Though the events in Rogue Agent all take 
place within the James Bond universe, 007 
himself plays a very minor role in this spy story. 
Instead, you can expect to see a host of infamous 
Bond film villains like Xenia Onatopp, Oddjob, 
Francisco Scaramanga, and, of course, Pussy 
Galore. And thanks to the time-warping powers 
of fiction, ancient Bond baddies like Dr. No and 
Goldfinger will appear just as they did when 


ago despite Rogue Agent's 21st-century setting 
(which is kinda how you explain why James Bond 
doesn't look 80 years old today). 

Although Rogue Agent may not be a true 
sequel, the developers at EA are well aware of 
the legacy inherited by any first-person-shooter 
game bold enough to put "GoldenEye" in 
the title and are taking care to ensure that the 
hallowed name of the primogenitor of great 
console shooters not be sullied in any way. 

Rogue Agent will include a complete story 
mode that can be played either cooperatively 
or alone (a la Halo or Time Splitters) and a 
multifaceted multiplayer mode with all the usual 
trimmings. In addition to split-screen variations 
of death match and competitive mission-based 
games, Rogue Agent will support full online play 
for the PS2 and Xbox (with optional 16-player 
offline system link play exclusive to the Xbox). 

The developers have also packed a number 
of ambitious features into both the single and 
multiplayer games in an attempt to surpass 
the expectations of diehard fans and further 
distinguish Rogue Agent from the flood of FPS 
titles due out later this year. EA’s new "E.V.I.L." 
A.I. engine ensures that combat will remain fresh 
and unpredictable by enabling enemy characters 
to adjust their fighting styles according to your 
own methods — aggressive, take-charge 
combat will intimidate your cowering foes, while 
a timid trigger finger will leave you at the mercy 
of packs of zealous henchmen. 

Level-specific booby traps (dubbed "Death 
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Second Sight 



econd Sight tells the fractured story 
of John Vattic, a professional "psychic 
debunker" who wakes from a six- 
month coma to find that he is the very 
thing he once thought impossible — a psychic. 
Pursued by all and swimming in questions, Vattic 
must discover the truth about his past if he hopes 
to escape this nightmare with his life. 

Players will get to experiment with a number 
of different psychic powers during the course of 
the game, including telekinesis, healing, projection, 
charm, and psi-blast. Each of these skills is fully 
integrated into the gameplay, allowing for some 
intriguing interactions without making things too 
easy. For example, charm enables Vattic to hide 
himself from the guards, but because it is a mental 
power, it will fail if a guard bumps into him or if he 
walks past a security camera. 

Traditional weapons also make an appearance 
with Vattic gaining full control of an arsenal over the 
course of the game. But what really has us excited 
about Second Sight isn't the mental powers or the 
intense gunplay — it's the story. The plot moves 
back and forth between the past and the present, 




revealing the back story while also giving you a 
chance to change what once went wrong. Keep 
this one in your sights as we'll definitely be taking a 
look at it a second time. Syriel 

Developer: Free Radical Design 
Publisher: Codemasters 
Release date: Early 2005 


P52 I Xbox ■ GC 


The Urbz: Sims in the City 


he time has come for The Sims to 
move to the big city, but a locale 
change also means a stylish makeover. 
Urbz are hipped up Sims who look to 
gain a reputation for themselves in this area of 
bright lights and new opportunities. Your main 
motivation is to be the most trend-setting and 
glamorous player in town so that at the drop 
of a hat, you can get into the best restaurants 
or hottest nightclubs just because you've got 
it like that. Of course, that sort of pull takes a 
lot of work, including finding a high-profile job 
and hanging with the in-crowd. 



The path to getting a good rep can take 
many forms, starting with the neighborhood 
you choose to live in. 

Nine districts ensure that you'll have 
some way of making it big that matches your 
sensibilities...or wildest fantasies. If one look 
doesn't seem to be working, you can change 
your clothing and hairstyle, and try to turn 
things in a different direction. 

One thing that never changes is the need 
for some green, and earning Simoleans is still 
a requirement to buy the finer things as well 
as to gain access to new interaction options. It 





may not be as big as The Sims on PC but get 
ready for a brand-new you later this year. TD 
Developer: Maxis 
Publisher: EA Games 
Release date: November 
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Call of Duty: Finest Hour 

ost players have experienced Call of Duty's jaw-dropping 
I take on WWII shooters. Its key? Everything is alive — nobody 
I fights alone, and as you scramble to complete your goals, 
the fighting carries on, guns chattering and planes crashing all around you. 
Amazingly, Spark has pulled it off as the PS2 demo of the franchise's first 
console-only title, Finest Hour, amply showed. While the demo level was 
Stalingrad 1942, that scenario is the only one shared between the console 
game and its PC brother. However, the all-important sense of chaos was 
very much in place (surprisingly!). At a crowded show with plenty of war 
games on display, Finest Hour left its witnesses shell-shocked. DE 
Developer Spark Unlimited Publisher: Activision Release date: Late 2004 



Destroy Rll Humans 

o how cool is Destroy All Humans going to be? Well, apart from the 
fact that Pandemic Studios is going through great pains to re-create 
1950s America in the grip of Cold War paranoia, it is also giving 
you free roam to mind-read, brainwash, and body-snatch any human you 
encounter as well as telepathically toss cars, cops, crates, and cows. As a 
little blue man who definitely doesn’t come in peace, you also get a massive 
arsenal of space-invading weapons and a nifty jetpack. And if you ever 
get the urge to cause wholesale devastation, you can hop into your flying 
saucer, roast entire city blocks with your death ray, and go into stealth mode 
when the military shows up. That’s pretty damn cool. IM 
Developer Pandemic Studios Publisher: THQ Release date: Early 2005 



Dead Rush 


R free-roaming, fully interactive action title with vehicle and foot- 
based missions — so far, so GTA, but instead of hookers and fat 
cops blocking your path, it's creatures from the depths of hell. Nice 
twist and to add a little more spice to proceedings, the environment will be 
frequently ravaged by earthquakes. Dead Rush is looking decidedly cool, 
with the post-apocalyptic environment and relentless Al. Gameplay has you 
scavenging through the ruined city for vehicles and weapons (chainsaws, 
flamethrowers, shotguns) and vehicle parts. You must then use all these to 
indulge in a symphony of slaughter. So make that part Resident Evil, part 
Need for Speed, and part GTA — sounds like a bloody ripper. Chris Stead 
Developer: Treyarch Publisher Activision Release date: 2005 



25 to Life 


magine SOCOM with police and gangs in place of soldiers, and you 
have the general idea of 25 to Life. The fact that each side has its unique 
strengths, weaknesses, and style ingrained into the gameplay gives the 
game real potential in a crowded genre. Single-player mode puts you in 
the alternating shoes of both sides, but the online portion is the big draw. 
Sixteen-player support for the PS2 and Xbox is a good start, but having 
unique rewards for doing well is the potentially addictive hook. Cops need 
to arrest thugs to climb the ranks, and thugs can show wannabes how hard 
they are with all the threads and gear they've won. Online is certainly going 
to be this game's strength. TD 

Developer HWY 1 Publisher: Eidos Interactive Release date: Early 2005 
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Da am of LDar 


hile the last Warhammer title, Fire Warrior, wasn’t brilliant, 
there's no doubting that the popular tabletop universe 
has plenty to offer gamers. With Dawn of War the action 
shifts from FPS to RTS, a genre which appears to better cater to its epic 
military conflicts. Like the recent Ground Control II, you can command 
from long range or get right down and dirty with your troops, as in the 
above screenshot. Gamers will have four races to choose from, each 
offering distinct and engaging gameplay, and the storyline revolves around 
conspiracy and treason. Naturally, the game will be multiplayer happy, with 
up to eight generals able to nuke the hell out of one another. Chris Stead 
Developer: Relic Entertainment Publisher: THQ Release date: Q3 2004 



LULUE Day of Reckoning 

n il grown-ups know that wrestling is all about the show. We also 

know that we like a plentiful bounty of tits and ass which is why this 
GameCube exclusive garnered our valuable attention at this year's 
show. The game's most impressive trait is a full career mode, when you 
must take your wrestler from the minor leagues right up to the ‘real’ deal. 
Another highlight is the inclusion of Location Specific Damage, allowing 
you to wear down specific parts of your enemy's body, such as their arms, 
neck or knob. The latter will not be particularly relevant in the Bra & Panties 
mode, where gamers can take control of the WWE Divas, but as this 
screenshot suggests, you will have other locations to aim for. Chris Stead 
Developer: Yukes Publisher THQ Release date: Q3 2004 



Brothers in Rrms 


he phrase 'based on a true story' holds as much weight as helium in 
the games industry, but Brothers in Arms could glitch the norm. A 
WWII squad based fighter, it follows the historic eight day invasion 
of Normandy. Things begin with our hero, Sgt. Matt Baker and his 101 st 
Airborne Paratroopers, landing in Nazi occupied French countryside. 

Using Army Signal Corps photos, aerial reconnaissance imagery and the 
eyewitness services of a retired Major — it sure looks authentic. What we 
saw at E3 blew us away. Players command three-man Al teams (similar to 
Full Spec Warrior) and there’s a cast of 20 memorable characters, ensuring 
you're emotionally attached to your men. Chris Stead 
Developer: Gearbox Software Publisher Ubisoft Release date: Q4 2004 



Leisure Suit Larry: 

ITIagna Cum Laude 

R graphical and gameplay juggernaut? Well, maybe not. But if you 
were worried that Larry would be self-censored for his console 
debut, put those worries to rest.. .the early version is filled with some 
crazily over-the-top sequences of nudity, quadruple-entendre, and general 
super-bawdiness. Progress mostly involves playing lots of mini-games 
(including variations of Tapper, Pong, and PaRappa) to keep your hands 
occupied while the goofy raunch goes on parade. Tasteless? You betcha! But 
definitely not bland. SD 

Developer High Voltage Software Publisher Vivendi Release date: October 
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E3 2004: HOT MELUCOmERS 


Lord of the Rings: 
Battle for ITIiddle-Earth 


T he Lord of the Rings: The Battle for 

Middle-Earth has been on the radar for 
some time now, but this showing marks 
the first time the game engine driving 
this RTS has been revealed — and boy, was the 
wait worth it. It seems certain that the innovations 
developer EA LA (the team behind the Command 
& Conquer series) has implemented in BFME 
will be copied in the years to come, starting with 
the "no interface" approach to controlling the 
action. That means no huge bar with inventories 
or options taking up a third of the screen — just 
dick on the location or units you want to interact 
with, and the related actions pop up in a radial 
menu. The other huge leap is the "emotions" that 
govern unit behavior: Ores and humans within 
sight of each other will shout and rile themselves 
preparing for battle, then cheer if victorious in the 
skirmish. Another example witnessed was an Ent 
catching on fire and then, like any sane sentient 
creature, panicking and running for the nearest 



body of water. If he was able to put himself out, 
he came back very, very upset. A.I. elements like 
this are incorporated into every unit in the game. 
Sealing the deal as a worthy E3 Showstopper were 
the stunning visuals, fluid character animation, and 
a regal orchestral score. Excellent. TD 
Developer EA LA 
Publisher EA Games 
Release date: Late 2004 


P52 


Killzone 

□ ne of the game's creators has 

described Killzone as "a first-person 
babysitter." But both the game's 
developer, Guerrilla, and publisher, 
Sony, are quick to point out that Killzone is also 
an intense squad-based first-person shooter 
with enough smart A.I. that you'll forget you're 
being nursed by others. 

What set Killzone apart from the rest of the 
combat games at E3 was its blazing gunplay 
in a tale of futuristic combat. Yes, you have a 



team that follows you, but that's essentially it. 
Very limited control over the team means more 
focus on essential stuff like battling waves of 
glowing-red-eyed soldiers out to crush your 
rebellion. The closest things to teamwork are 
the yells and observations your comrades direct 
toward you so you have a better idea of how 
to tackle the battlefield. 

An early demo of Killzone showcased why 
it may be the Halo for the PlayStation 2. Tight 
controls that enabled you to switch between 




primary and secondary weapons felt right 
on target. 

The best part, however, was the amount 
of detail the game displayed. It’s a dark 
and gritty world full of war-torn structures 
and harsh environments — perfect for 
the next generation of first-person combat. 
Four-Eyed Dragon 
Developer: Guerrilla Games 
Publisher: Sony 
Release date: Christmas 
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E3 2004: HOT HELUCOmERS 


The Wrap Up 


Conspicuous No-Shows 

Grand Theft Auto: San Andreas, Spider-Man 2, 

The Warriors, Capcom Fighting Jam 

Best Trailers 

The Legend of Zelda, Tekken 5, Need for Speed 
Underground 2, GoldenEye: Rogue Agent, Def 
Jam: Fight for NY 

Games You Can't Appreciate Properly 
On a Noisy Show Floor 
Knights of the Old Republic II: The Sith Wars, 
Silent Hill 4: The Room, Metal Gear Solid 3: 
Snake Eater 

Just Release It Already 

Fable, Metal Gear Solid 3: Snake Eater, StarCraft: 
Ghost, Gran Turismo 4 

Looks Good, Looks Early — Show Us More 
Devil May Cry 3, Kingdom Hearts II 


Seen It, Loved It, Moved On 
Vampire: The Masquerade — Bloodlines, 
EverQuest II 



Disappointments 

The Matrix Online, Driv3r, Astro Boy 
Most Improved 

Star Fox, Conker: Live & Reloaded 

Pleasant Surprise 
Fight Club 

Hottest Genre Buzzword 
"Action/RPG" 

Second Hottest Genre Buzzword 
"WWII shooter" 

Best Giveaway 

Nintendo's Timbuk2 messenger bags from the 
press conference 


Best Game Celebrity Moment 

Shigeru Miyamoto strikes a pose with Link's 

sword and shield at Nintendo press briefing 



Best Real Celebrity Moment 
Mohammed Ali comes on-stage at Xbox press 
briefing for the announcement that EA Sports 
will be supporting Xbox Live 

Best Chair 

White swivel recliners, Halo 2 theater 

Best EyeToy Game 
AntiGrav 

Best Bongo Drum Game 
Donkey Kong: Jungle Beat 

Only Other Bongo Drum Game 
Donkey Konga 

Buggiest Demo 

Half-Life 2, which crashed at the BIOS screen 
Loudest Booth 

Tie: EA's video wall/Logitech's DJ (104 decibels) 

Quietest Booth 
Nokia N-Gage 


Best Irony 

Use of Apple laptop to help run Microsoft's 
press conference 



Stars on Show 

Being held in Los Angeles, there's no shortage 
of Hollywood stars on hand at E3. Stephen 
Spielberg made his usual visit and Vin Diesel 
caused a crowd promoting Chronicles of 
Riddick. Elijah Wood was wandering around, 
as was Gary "what you talkin' about, Willis" 
Coleman. Pro skater Tony Hawk is an E3 
veteran and was there again in 2004 (pictured 
below], extolling the virtues of THUG 2. 



Stuff we couldn't fit... 


As the intro said, it would take the entire 
magazine to fit in all the games at E3 2004 and 
there are several big ones that just wouldn't fit 
in our 16 page feature. Luckily our cover- 
mounted DVD shows some of the hot titles we 
didn't have room for. On Xbox that includes 
Fable (looking great!), MechAssault 2, Unreal 
Championship 2: Liandri Conflict, Sudeki, 
Kameo and Jade Empire. On PS2, there's The 
Getaway 2: Black Monday, Death by Degrees, 
Ace Combat 5, Jak 3, Ratchet & Clank 3 and 
Sly Raccoon 2. There's also a GameCube 
section on the DVD plus a whole load of GBA 
titles as well as games in action for the new 
Nintendo DS. We also decided to leave the 
upcoming Star Wars games until next issue 
— including Star Wars Battlefront, Republic 
Commando and KOTOR II: The Sith Lords. On 
the PC side of things, S.T.A.L.K.E.R. (previewed 
last month) was looking better than ever at E3 
and The Sims 2 (big feature next issue) was 
also shaping up very nicely. As for hot games 
we saw 'back-stage' at E3, like Snowblind 
and The Last Job. we’ll have more on these in 
coming issues as more information comes to 
hand. Oh, and while the new Legend of Zelda 
was only shown in trailer form, we'll have a full 
preview for you next time! 
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IHiUOUi 


The one stop shop for lovers of the Nintendo handheld. 


THE WORLD OF 



So E3 has been and gone 
and Australian GamePro 
was on hand to see all 
the goods (check out 
the massive feature 
this issue for full show 
coverage). Nintendo's DS 
was finally shown off in full form, and while 
the touting of 30+ software titles to play 
may have seemed a little too far fetched, 
Nintendo did deliver the goods. However, 
most DS software titles on display at E3 
weren't actual game titles, and at least 
80% of them will never see the light of day 
as a final product. Nintendo's 'software' 
titles were really only tech demos, but that 
doesn't mean we didn't get a taste of what 
the new handheld has to offer. 

The introduction of the stylus and 
touch-screen is something many people 
will find difficult to grasp at first, not for 
its complexity but rather for its alien use. 
Playing games in this manner certainly 
isn't something most of us button-bashers 
are used to, and for this reason it seems 
as though Nintendo is looking beyond the 
proverbial square (or cube) for innovation 
— which isn't to say the DS's foreign 
approach to interaction is bad. In fact, it's 
all good as far as we're concerned, but 
it will take a lot of concentrated effort 
on Nintendo's part to educate gamers 
everywhere about the fun and innovation 
the DS can offer. 

How this little device is going to become 
a 'third tier' to Nintendo's current business 
model though, is beyond us here, especially 
since the gaming media has already 
forgotten about GBA SP in favour of the 
soon-to-be-released DS. This is something 
that certainly shouldn’t happen with all of 
the great things happening with GBA SP at 
the moment (see GBA News for more). 

So, take it from us, the DS is a tantalising 
machine, but it still has a ways to go before 
it's in your hands — in the meantime, the 
GBA SP continues to dominate the games 
market through solid software, innovative 
technology and a never-say-die attitude. 
Don't forget the little guy. Stephen Farrelly 



Meui Pokemon with Wireless Rdapter 




VAEBQY 


Pokemon still dominates the Nintendo handheld charts here in Australia with both Ruby and Sapphire 
sitting snugly atop the Top 10 GBA games list (even Pokemon Channel is the number one selling 
GameCube game!). Nintendo is in the process of gearing up for the release of FireRed and LeafGreen. 
Both games will be able to link up with Pokemon Colosseum, as well as offering gamers a chance to 
use the original Pokemon creatures that started the craze in battles against the newer 
critters from Ruby and Sapphire (given that both games are actually updates of the 
original Pokemon Red and Green for GBC). On top of all this, FireRed and LeafGreen 
also support the Wireless Adapter for data transfer and battle between yourself and a 
friend, finally doing away with the need for pesky wires and being within close range 
of the other player. The Wireless Adapter will even alert players of any other GBA 
Pokemon player in the vicinity so you can battle it out with complete strangers. The 
Wireless Adapter is also compatible with Mario Goff Advance Tour and Hamtaro: 

Ham Ham Games and will come packaged with Pokemon FireRed and LeafGreen, 
due for release in September. 


Nintendo* 


Uideo or UidedO? 

Nintendo of America plans to release a number of video cartridges for the GBA, 
each cartridge containing up to four episodes of animated shows such as Pokemon, 
Kirby or SpongeBob SquarePants. The cartridges will supports DVD style features 
and controls (using the GBA interface) and are on sale for US$19.99. Nintendo 
of Australia couldn't comment on the release of the GBA Video Paks in Australia 
as licensing agreements were still being discussed as well as price points and a 
marketing strategy. So while "no confirmed details'' can be divulged from the Big N 
Down Under, we can at least rest easy in knowing they're looking into the idea. 
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ITlario Pinball 


Nintendo 


Nintendo 


Late 2004 


L ook at these screen shots. Now do 
a double take. Okay, look at them 
again. Yeah, we thought they were 
from the CameCube, too, but alas, they 
are from the upcoming Mario Pinball 
handheld, bringing to mind a question 
many fans of Nintendo's pocket rocket 
have asked: Are there magical elves 
inside the CBA? In Mario Pinball, the 
part-time plumber/full-time dimension 
hopper gets compressed into a pinball 
and hurled into delirious jungle, arctic, 
and Egyptian tables, where he must 
bonk, bop, and bash Monty Moles, 
Goombas, man-eating plants, and 


pissed penguins for points, stars and 
the greater glory of the Mushroom 
Kingdom. Nintendo is promising a 
pinball game unlike any other as you 
bounce-battle bosses, collect keys, 
and buy items in single-screen (no 
scrolling!) isometric tables that will 
boast some of the most gorgeous 
graphics on the GBA. Iron Monkey 


Disney's Rladdin 


Capcom 


Capcom 


Q3 2004 


■ 10^-OC 


□ riginally released on the Super 
NES, Disney's Aladdin (believe 
it or not) was a damn fun platformer 
in which you got to partner up with 
a monkey and ride floating carpets 
through some trippy places like ancient 
pyramids and the inside of a genie's 
lamp. Gamers loved the engaging 
gameplay and copious amounts of 
hidden items, while fans of the film 
were enchanted by lovely sound design 


and crisp graphics that captured the 
essence of the film. The port will 
improve on all aspects of the design 
while throwing in some bonus levels to 
boot. Sure, the whole deal sounds good 
and all, but can somebody please tell 
me: What kind of a world do we live in 
where Capcom re-releases Aladdin on 
the Game Boy Advance and LucasArts 
still hasn't ported the SNES Star Wars 
Trilogy? Iron Monkey 



Boktai 2: Solar Boy Django 

Konami Konami Late 2004 


B efore its release, Konami's Boktai 
turned heads for two reasons. 
First, the hands of Hideo "Metal Gear" 
Kojima crafted it. Second, the GBA 
cart contained some sort of 
solar-detecting thingamajig that 
enabled your character to harness the 
power of the sun for his 
zombie-blasting gun. At first, the 
game reeked of mere novelty, but 
after playing it for a while, it was clear 
that Kojima fashioned a masterfully 
compelling puzzle/action/stealth game 


around the concept. For its follow up, 
the innovative solar-sensing technology 
is back, and young monster hunter cum 
sun worshipper, Django, has a selection 
of over 60 modifiable solar-driven 
weapons to use against the bad guys. 
Kojima is placing heavier emphasis 
on RPG aspects so that Django's 
interactions with characters will affect 
his progress throughout the game, 
while the game’s environments and 
roster of foes will be much larger than 
before. Iron Monkey 
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animations, the sort of movements only 
befitting Mario. The puzzles within the 
game requires care in advance but no 
real strategy, just quick thinking and a 
good set of reflexes. 

Mario Vs. Donkey Kong fits the 
Nintendo philosophy of simplicity in 
design, substance over style and quality 
over quantity. Stephen Farrelly 


n intendo has rekindled a 
classic game based on a 
classic feud. Mario and 
Donkey Kong are back at it 
again, only this time, befitting the social 
changes over the last 20 odd years, 
Mario isn’t fighting for his girlfriend 
— he's fighting for toys. 

The concept is simple. Nintendo 
shows us Donkey Kong — sitting on his 
couch, at home, seemingly bored and 
flicking through TV channels. Eventually 
he comes across an ad for a new toy line 
called "Mini Marios". He moves on to 
another channel where he sees bananas, 
however, obviously tired of the fruit 
and the trouble they’ve caused him, he 
flicks back to the Mini Marios ad and 
falls victim to the ’buy them all’ ethos 
that made Pokemon so successful. He 
rushes to the store only to find they're 
all sold out. Not one for letting that stop 


him, Donkey Kong breaks into Mario's 
toy factory and steals the Mini Marios 
for himself. Mario catches him and gives 
chase. The game begins. 

Mario Vs. Donkey Kong is simple 
in design and approach, yet deep in 
play mechanics and player addiction. 

It's very easy to become transfixed 
with this game, and difficult to look 
beyond your GBA screen for hours and 
hours as you travel through level after 
level, overcoming each obstacle and 
ingeniously designed stage to catch 
that thieving monkey. There are six 
worlds in all, each with eight levels of 
seven stages and one boss fight. That’s 
it and that's all their needs to be. The 
beauty of this game lies in its simplicity 
and presentation, which are both 
well-thought out and well executed. 
Mario looks stunning with his 3D-style 
character model accompanied by stylish 


ITIario Vs. Donkey Kong 


DEVELOPER: NST 


PUBLISHER Nintendo CLASSIFICATION G PRICE: $69.95 


VERDICT 

If you're tired of 
complexity in games 
and want something 
that will easily fill 
that gap between 
train stations or 
bus stops, Mario 
Vs. Donkey Kong is 
exactly what you're 
looking for. 

PROS Fast, easy 
and damn fun! 

The game is easily 
accessible and can 
be played by all 
ages and skills. 
CONS Some may 
not find the self- 
contained levels 
appealing or the 
lack of any real 
story an attractive 
factor to the game. 



Harry Potter and the 
Prisoner of Rzkaban 


DEVELOPER: 

PUBLISHER: 

CLASSIFICATION: 

PRICE: 

Warner Bros. Interactive 

Electronic Arts 

G 

S69.95 


P laying out like a traditional 
RPG, HP:PoA sees players 
controlling Harry around 
Hogwarts and other lush 
locations found in the film and books. 
Leveling Harry up is simply a matter of 
defeating enemies in the turn-based 
arena of wizard battle, while achieving 
success over certain puzzles will also 
reward you with upgrades and items. 

In battle, Harry has an arsenal of 
spells he can call upon, and in true RPG 
fashion, you’ll discover new spells and 
spell combinations as you progress. 
However, as the game follows the film 
closely, fans are likely to power through 
this game without hassle. 

Still, the game stands up very well in 
terms of visuals, technology and sound. 
Thus, it's well worth a look for Harry 
and RPG fans alike. SF 


Uan Helsing 


DEVELOPER: 

PUBLISHER: 

CLASSIFICATION: 

PRICE: 

Saffire 

Vivendi Universal 

G 

$69.95 


E very blockbuster film has 

its own trail of merchandise 
and unfortunately, sometimes 
video games fall victim to 
this idea. That is, tripe such as this is 
served up to feed the mindless money¬ 
spending masses. 

Van Helsing is one serious offender, 
and by the amount of merchandise 
available for the movie you could 
assume that this film was made purely 
to sell crap. 

However, Van Helsing on GBA 
actually manages to be a reasonably fun 
game, marred only by the fact its plot is 
as silly as the movie — no surprise there. 

Beyond that, however, the game 
is a fun affair filled with hack-n-slash 
gaming, fast levels and faster action. 

To this end. Van is definitely a game 
that fits the idea of playing the GBA in 
between bus stops or train stations. But 
don't go missing the Simpsons for it. SF 
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Donkey hong Country 2 

DEVELOPER: Rare | PUBLISHER Nintendo j CLASSIFICATION C | PRICE: $69.95 


n o, this game isn't Rare’s 

foray back into the land of 
Nintendo goodness, instead 
this is Nintendo simply filling 
a Rare-less void with a straight-up port of 
a SNES classic. 

DKC2 comes packaged like the 
original game, only shrunk down and 
lightened in load. There are a few small 
additions to perhaps warrant a purchase, 
but beyond the odd multiplayer touch- 
up here and there, you’re not getting 
anything new. 

That being said, if you've never 
played this game before, DKC2 is 
definitely worth a look. Diddy Kong 
is the protagonist and alongside his 
girlfriend Dixie Kong (isn't it a tad scary 
they all have the same last name?), he'll 
have to fight Captain K Rool’s hordes 
to ensure Donkey Kong is safe to star 
in another game. It's business as usual 
with this platform blue-print; navigating 
intricate 2D levels, jumping, collecting 
and stomping enemies is definitely the 


order of the day, and anything beyond 
these actions is purely a bonus. 

The true innovation of this game (and 
its predecessor), is the ability to bring 
along a buddy to play by your side. You 
can play Single Player, or with a friend 
choosing either Diddy or Dixie Kong, and 
tag-team gameplay is the way to ensure 
all of the game's plentiful pickups and 
secrets are revealed. 

DKC2 looks pretty, marred only by the 
small CBA screen, but if you can get past 
this slight glitch in presentation, DKC2 
is definitely a game worth looking at. It 
is light-hearted fun with a real Nintendo 
feel and it's part of gaming folklore. SF 




PROTIP: The key to getting through the DKC 
games was to explore every inch of screen 
available to you. If it looks like something could 
have been hidden, chances are something is. 




VERDICT 

It might be a little 
outdated, but DKC2 
still holds its own as 
a fun and engaging 
game. Fans of 
the original DKC 
GBA game should 
definitely grab 
this one. 

PROS A fun, 
enjoyable romp 
of old-school fun. 
Great visuals and 
pleasing sound. 
Remains a classic. 
CONS Dated by 
today's standards, 
simply a rehash 
of an old game. 
You can't play old 
Donkey Kong. 



Spyro Fusion & Crash Fusion 


DEVELOPER. 

PUBLISHER: 

CLASSIFICATION: 

PRICE: 

Vicarious Visions 

Vivendi Universal 

G 

S69.95 


pyro and Crash are back for 
more small screen adventures. 

If you think Crash Bandicoot 
Fusion seems strangely similar 
to Spyro Fusion, you're not crazy. With 
the exception of different scenery and 
a different hero, they share the same 
platform jumping, side-scrolling action, 
gameplay and have interlocking stories. 

Gameplay involves guiding Crash (or 
Spyro) through levels, collecting gems 
and trading cards as you go, with various 
wacky dudes showing up from time to 
time to offer guidance. 

Crash doesn’t do much other than 
jump and spin between platforms, 
facing enemies that aren't particularly 
challenging. The mini games ranged from 
breaking crates to maneuvering around 
a map in a tank. Most were challenging 


— a simple misstep and you had to start 
over — but the game as a whole may 
wind up a little devoid of replay value. 

Spyro Fusion is a tad better than 
Crash. This is mostly due to the lead 
character's greater flexibility in movement 
and, thus, controls. It too is a collect-a- 
fest full of crazy zany characters, many 
reminiscent of those found in RARE's 
famous games (like the one above this 
review). That's by no means a bad thing 
as Vicarious Visions is a company with 
great technological handling skills, which 
helps the Fusions stand out on the GBA. 

These two titles work as stand alone 
games, but if you were to play through 
both you would experience two vantages 
of their struggle against a common 
enemy and witness Crash and Spyro's 
historic meeting. Stephen Farrelly 





BRDDIES: A 
common link between 
the two games is 
the arch enemies 
— Dr. Cortex (Crash) 
and Ripto (Spyro) have 
now joined forces 

VERDICT 

Both games are 
fun and colourful. 

It does gets a bit 
tedious collecting 
everything. 

PROS Lots to 
do in the game 
world with multi¬ 
tiered levels and 
plenty to collect. 
CONS A little too 
much to look out 
for if you’re not a 
fan of picking up 
everything. 
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PLUS SAVE 40% ON COVER PRICE 
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BE ONE OF THE FIRST 100 PEOPLE 
TO SUBSCRIBE AND RECIEVE A FREE 
i.RCJBO' r DOUBLE MOVIE PASS AND 
COPY OF THE i.ROBCH" NOVEL 




Subscribing to GamePro saves you an incredible 40% off the cover price. 

You can get 6 issues for $33 or 12 issues for $65 — so that means you’re 
paying less than $5.50 per issue! And the first 100 people to subscribe this 
issue will receive an In Season pass to see I, ROBOT and a copy of the book by 
Isaac Asimov. 

In the year 2035, robots are an everyday household item, and everyone 
trusts them, except one, slightly paranoid detective (Will Smith) investigating 
what he alone believes is a crime perpetrated by a robot. The case leads him 
to discover a far more frightening threat to the human race. 


So if you want to see I, ROBOT for free, you know what to do — subscribe 
to GamePro! Subscribing also means you don’t have to leave the house to 
get your fix of the latest gaming cheats, news, previews and reviews. 

Don’t wait — remember it’s the first 100 subscribers who win! 


HOW TO WIN? 

To be in the running for I, 
Robot mouie passes and 
book, simply subscribe in 
one of three easy ways... 

1 CRLL. Our toll free 
subscriber order 
number 1800 248 811 
(ITIonday to Friday 
during business hours) 

OlUinE. Subscribe at 
our secure payment 
website: www.gamepro. 
com.au/subscribe 

IDRIl. Fill in the order 
form opposite and post 
to Rustralian GamePro 
subscriptions, PO Box 295, 
St Leonards, I1SW 1590. 


©2004 TWENTIETH CENTURY FOX 
ALL RIGHTS RESERVED 





SUBSCRIBE! 

Sign up here to receive 6 or 12 issues of Australian GamePro Magazine plus your chance 
to win a double movie pass and I, ROBOT book. 

□ $33 (includes GST) for 6 issues (Australia only). 

□ $65 (includes GST) for 12 issues (Australia only). 

Full name (Mr/Mrs/Ms/Miss):. 

Postal address:. 

.,.State:.Postcode:. 

Phone: ( ). 

Email address:. 

□ I have enclosed a cheque made payable to IDG Communications Pty Ltd 

CREDIT CARD □ Mastercard □ Visa □ Diners Club □ American Express □ Bankcard 

Card number:.Expiry date:. 

Card holder's name:. 

Signature:. 

O Please tick here if you do not wish to receive future promotional information. Seperate subscnption rates apply for N.Z and other overseas 
countries. See the GamePro website for more details (www.gamepro.com.au). IDG's privacy statement appears on www.idg.com.au 

Terms & Conditions - I. ROBOT Competition 

1. Information on how to enter and prizes form part of these conditions of entry. 

2. Entry is open to all residents of Australia except residents of the Australian Capital Territory and South Australia, who subscribe or renew 
their subscription between 5 July 2004 and 10 August 2004 to Australian PC World and/or Australian GamePro. 

3. The promoter is IDG Communications Pty Ltd. 88 Christie Street. St Leonards. NSW, 2065. 

4. Employees and immediate families of the promoter, associated companies and agencies with this promotion are ineligible to enter. 

5. Only one entry per subscription. Multiple subscnptions will be given the same number of entries. 

6. The competition commences at 9.00am on 5 July 2004, and closes at 5pm on 10 August 2004. The winners being the first 100 subscribers 
to Australian PC World and/or Australian GamePro. The winners will be notified by telephone and their names published in the October 
issue of PC World, which goes on sale 8 September 2004 and in the October/November issue of Australian GamePro which goes on sale 6 
September 2004. 

7. Prizes will be dispatched to winners within a week of subscribing. 

8. The total prize pool value is $4895 and consists of one hundred- (100) I, ROBOT Packs. Each pack contains two double movie in seasons 
passes to see the I. ROBOT movie valued at $29.00 and the I, ROBOT novel valued at $19.95. Total value of pack $48.95 

9. Prizes are subject to availability, and are not transferable. 

10. The Double movie in season passes are valid Monday, Wednesday. Thursday all day. Friday, Saturday and Sunday prior to 5.00pm. Not 
valid during public holidays. Not redeemable for cash. Valid for the above film only, from July 29, 2004 until the end of the film’s season. Not 
valid for Village Gold Class Cinemas, Reading Regency Cinelounge, Hoyts La Premiere. Valid at Hoyts, Greater Union, Village, Reading, Birch. 
Carroll & Coyle cinemas only Subject to screening availability. 

11. The judges' decision in relation to any aspect of the competition is final and binding on each person who enters. No correspondence will 
be entered into. No responsibility is accepted for late, or lost or misdirected mail. 

12. Entries remain the property of the promoter and cannot be returned. The entries may be entered into a database for future promotional, 
marketing and publicity purposes unless otherwise stated by the entrant. 

13. The promoter shall not be liable for any loss or damage whatsoever suffered (including but not limited to direct or consequential loss) 
or personal injury suffered or sustained in connection with any other prizes. Any change in the value of the prize occurring between the 
publishing date and the date this prize is claimed is not the responsibility of the promoter. 

14. NSW Permit No. TPL04/06057; NT Permit No. NT04/9651. 
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Thief: Deadly Shadows 



"Politics aside, for the military minded or tactic 
freaks, this is about as good as it gets and there 
is a real sense of achieuement luhen euerything 
clicks together/' 
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CHRI5 STEAD 

Chris doesn't dig winter all that much; 
the surf gets cold, the women couer up 
and he has to wear shoes, fit least that 
leaues plenty of time for gaming and 
this month it's Thief Deadly Shadows 
and Full Spectrum Warrior. 



JRSOn HILL 

Jason is one of Australia's ueteran 
games journalists — he's been writing 
about them for ouer a decade. This 
issue he had a look at Harry Potter's 
new aduenture and Athens 2004. 



ANDREW BULtTIER 

Andrew is a driuing and wrestling game 
fan, but likes anything hardcore and 
challenging. He was uery impressed 
by Chronicles of Riddick but less than 
stunned by Driuer 3. 



ELIOT FI5H 

Eliot knows and loues games on all 
systems. This time around he had 
fun with Shrek 2 and Hyper 5F2 but 
also faced the disappointment that is 
Shadow Ops: Red mercury. 


HOW THE SCORE WORKS 


VERDICT 

A dark and disturbing journey into 
brutality and insanity. Playing requires 
both patience and a strong stomach. 
PROS Chilling atmosphere - this game wi 
make you jump. Brian Cox as Starkwea er 
and USB headset compatibility. 

COMS Cash has limited moves and 
combat ability. No multiplayer, only two 
difficulty settings. 




The bit in bold sums up what we 
thought of the game 

The good stuff 
The not-so-good stuff 

Games are judged against others in 
their genre. If it's the best FPS/racer etc 
available right now, no matter what 
else is coming soon, we'll give it a 10. 
Below 7 and it's getting real dodgy 
and under 5 is dire. Even though one 
person may write the review, the score 
is the result of several people's input. 




miKE WILCOX 

mike Wilcox will be familiar to all those 
who listen to the Triple J radio network. 
He also plays in a cool band called Lazy 
Susan. He reuiewed X-Files: Resist or 
Seruethis issue. 


ED DAWSON 

Ed has been reuiewing games for uarious 
magazines and websites for years. He 
loues a good real-time strategy, so this 
issue he took care of Perimeter and 
Ground Control II, as well as soluing some 
mysteries with Law & Order II. 
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Xbox 


Full Spectrum Warrior 


DEVELOPED Pandemic Studios PUBLISHER: THQ 


CLASSIFICATION MAI 5+ 


PRICE: $99.95 


R lthough it would appear that 
few American soldiers actually 
underwent any training before 
heading overseas to take nude 
shots of Iraqis, those that did may very 
well have played this game. Designed in 
collaboration with the US military, it aims to 
follow full military doctrine through every 
dotted 1' and every forgotten 4 u\ The 
result is a Sim halfway between a Gulf War 
RTS and a triggeriess version of Counter- 
Strike. As such, there is no other game 
out there like it, but does that mean it’s 
good? On most fronts, the answer is yes, 
but there are pockets of strong resistance, 
especially with the longevity and dialogue. 

The setting is the mythical Zekistan 
and more specifically, its capital Zafarra. 

A ruthless dictator (Hussein, Bin Laden, 
Gaddafi — take your pick) has cheesed 
Unde Sam off and as you progress through 


the 11 missions, he represents your ultimate 
goal. For each mission, your task is simple: 
lead a squad of infantrymen through 
mazelike streets towards an objective. On 
the way, avoid gunfire from the friendly 
neighborhood militia, ignore the pleas of 
the locals to pack up and piss-off, keep your 
men alive and complete said objectives using 
military predsion and dedsiveness. Sounds 
easy? Wrong. You would be well advised to 
play through all five (count them) training 
missions in order to master the gameplay. 
Otherwise, when the shit hits the fan, you 
will panic — even in a virtual world. 

This in itself, is very impressive, 
espedally considering that you don't do 
any trigger pulling yourself. Instead, FSW 
puts you in command of a squad of two 
four-man teams. As the squad leader, your 
strategies are influenced by the pages 
of the MOUT (Military Operations on 


SCHOOL: Designed 
as a training Sim. it 
immediately feels like 
one. You can tweak 
any number of options 
(time limit, experience 
of each squad member, 
wind speed, civilian 
presence etc.) to make 
sure your technically 
sound for every tactical 
possibility. 


Urbanized Terrain) book. This is not to be 
confused with MOUNT, the position via 
which the US has royally screwed most of 
the Third World. 

Politics aside, for the military minded 
or tactic-freaks, this is about as good 
as it gets and there is a real sense of 
achievement when everything clicks 
together. For instance, when you use one 
team to suppress enemy fire while the 
other flanks and eliminates the threat, it's 
very satisfying. Putting this strategy into 
action, however, is no simple feat. You 
need to continuously check all angles, 
safety your guns with civilians around, 
consider that most cover can be destroyed 
and be wary of snipers. 

Thankfully, the controls and interface 
are extremely intuitive and simple to 
use. In squad formation you can move 
your men across terrain in accordance 
to your line-of-sight via two-by-two 
'bounding' or as a squad. The camera 
inhibits these movements as, although it is 
free-roaming, it pivots upon your squad, 
making it difficult to see in the tight urban 
environments — but remember, that's 
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DEVELOPER SPEAK 



Wil Stahl, Director of Pandemic Studios: "FSW is the first real project of its 
kind. The Army really had no idea what was possible, so a lot of time was 
devoted to defining ‘the box' for them. Thus, the biggest challenges were the 
user interface and the A.I. Because of the non-traditional nature of the game, 
we had to reinvent how you control the characters and how those characters 
interact with you. Leading an army squad is one difficult job as you must 
order people into situations that could potentially get them killed. If you 
screw up, someone’s dad, brother or son may not be coming home." 



the point. Once in position, they will 
automatically fall into a formation based 
on the terrain. You can then change the 
arrangement and field-of-view for each 
individual squad member, lob grenades 
at entrenched enemies, hold fire to avoid 
civilians and even help the wounded. 

From this perspective the game is quite 
interactive, making the actual kill a bi¬ 
product of good squad management. 

As for the maps, they are well laid and 
visually impressive. From opulent mosques 
to small markets they encapsulate 
the vibe of the Middle East, while 
simultaneously capturing the suspense 
and trepidation inherent in urban combat 

— where every civilian and every window 
could turn into an instant threat. What's 
disappointing, however, is the use of the 
same terrain for many of the missions 

— with such a small mission count, 
greater variety would have made for a 
much more enjoyable experience. 

So would have some longevity, clearly 
FSW's biggest blemish. Some of the 
missions are a cake-walk and while others 
will give what remains of your brain a 


REPLflY: Want to 
know exactly how 
you woeful command 
scored every one of 
your mates a lead- 
lobotomy — check out 
the replay mode. 


BLOOD: Naturally 
there is plenty of 
this flying about in 
times of war and its 
no exception in FSW. 
although some will 
be disappointed by 
its similarity to spill 
tomato sauce. 


hefty workout, you will still romp through 
the game in a day or two of solid play. 
Pandemic are promising extra missions 
via Xbox Live and you can, of course, try 
different tactics or even hook up a friend 
for some co-op, but gamer's deserve 
more meat for their 100 schmackos. 

Visually, however, things are quite 
spectacular. Your squad members are 
wonderfully detailed and their animations 
flow with military precision. The terrain 
is detailed, although the civilian presence 
would be far greater in reality. There is a 
drop off in quality when you move to the 
civilian or guerilla sprites and the odd bug, 
but it's nothing you can't cope with. The 
SFX are equally impressive, from mozzies 
hovering around bodies through to the 
sounds of distant gunfire. During combat 
too, you distinctively notice changes in 
pitch and panic in your troops, depending 
on their personalities and skill. A very nice 
touch — so it's a shame that the dialogue 
is so repetitive. This is expected from your 
troops, but you will be tempted to pump 
the pesky civilians full of lead, just to get 
them to shut up. 


Still, you cannot fault FSW's originality. 
In an age where you can turn on your TV 
and watch war unfold from the viewpoint 
of a foot soldier, it's refreshing to see this 
accurately recreated in a virtual world. 

A world designed specifically for the 
mature gamer. As the camera jogs along 
with your men as they approach a wall, 
then peers around the corner only to 
snap back under a hail of bullets, it's truly 
exhilarating. Chris Stead 


VERDICT 

An excellent achievement in 
gaming, but will be too hardcore 
and too short for greater Australia. 

PROS Flawless controls, delightful 
graphics, true sense of command. 
CONS Painfully short, too much map 
and mission similarity. 
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Xbox I PC 


Thief: Deadly Shadows 


DEVELOPER Ion Storm PUBLISHER Eidos 


CLASSIFICATION m 


PRICE: $99.95 



n the real world, thieves are society's 
true bastards. They knock off your 
VCR while you're taking a kip, bugger 
off with your wallet in the middle 
of a crowded street and steal your chick 
when you pass out at the pokies. But 
in the virtual world, they’re a wicked 
gameplay mechanic. Tip-toeing through 
the shadows, eaves-dropping on important 
conversations, picking locks, rendering the 
oblivious unconscious — it's bloody sweet! 
Our hero here can do all that and then 
some — gorgeous presentation, a ripe 
plot, smart gameplay and exceptional level 
design ensuring that this thief remains king 
of the FPS Stealth sub-genre. 

FPS Stealth? Unusual yes, but Thief's 
unique legacy stems as much from its 
point-of-view as it does from its medieval 
setting. In place of Shotguns and Uzi 9mms 
you have daggers and bow and arrows 
while military compounds make way for 
haunting castles. The narrative is also far 
more relaxed than your usual genre-fare. 


Your adventure begins with a routine 
break and enter at the local Inn to acquire 
a leather pouch seen escorting one Lord 
Julian. During the robbery you catch a 
conversation regarding an entrance into a 
nearby castle where a rather large opal has 
taken up residence. Naturally your curiosity 
is piqued, but as you stumble across more 
dues and conversations you set off a series 
of events that ultimately awakes an ancient 
evil. Is Garrett in well over his head? 

It's a thoroughly engaging narrative 
that really creeps up on you. At first you're 
happily grabbing silver plates from vacated 
dinner tables, but all the while the plot is 
weaving its own deception, subconsciously 
luring you towards the bigger fish. It 
utilises barely heard hearsay and random 
discoveries to progress, interwoven with 
stunning cut-scenes that hold the missions 
together logically and intriguingly. Yet it 
never feels invasive. When, at the outset 
of the third mission, you begin in your flat 
with nothing but a bag full of spoils and a 
front door leading to the city, you feel as 
alive and free as your character. 

This freedom is a direct benefit of 
the level design. Effortlessly open-ended, 
it suggests one method of progression, 
while keeping plenty more cloaked within 
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SVSTEm CHECK: The Xbox version is not a port, it was developed 
alongside the PC title and while the graphics and sound aren’t quite up to 
scratch, it is still a remarkable gaming experience. 



TRHininG: If all the various gameplay nuances of a thief are freaking you 
out. do not worry. The first mission quickly and effectively trains you up to par. 



PERSPECTIVE: The most notable addition to TDS is a 3rd-person mode. 
Unfortunately, it isn’t as effective as the original Ist-person and only useful to 
gaze upon Garrett's slick animations. 


its robe, available to gamers willing to 
explore. In the second mission for example, 
you are required to break into a castle. You 
can put out a torch in the courtyard to 
signal the cook to open a secret entrance, 
lure the guards from the main door and 
sneak in, find a low window to the side 
of the entrance or even take the guards 
out completely. Once inside, careful 
exploration will uncover clues to various 
riches that are completely inconsequential 
to the plot and if a thoughtless guard 
meanders into your path, there are 
enumerable ways of getting past. 

This design is close to flawless (it 
would be nice if the various shops were 
closer together) and with repeat gaming, 
you will always find new and inventive 
ways to achieve your objectives. But 
more importantly, it makes you feel like a 
thief. When you enter a building you are 
travelling blind. You have a vague idea of 
where to head thanks to a shitty medieval 
map, but gameplay is more reliant on you 
feeling your way around, learning the 
layout guard positioning and clearing an 
escape route. 

That, of course, means thwacking 
some dweeb over the melon and stashing 
his inanimate mass within the veils of the 
nearest shadow. Somewhat of a genre 
given, it works here in much the same 
method seen in Hitman and Splinter Cell, 
with controls equal in dexterity to the latter. 
Indeed, you have quite a useful bag of 
items (health, flash bombs) and weapons 
(blackjack, dagger), but most of your 
activity will involve your bow and arrow. 
There are 6 types of arrow, including: 
broadhead, noisemaker, gas, fire, moss and 
water. The latter can be used to extinguish 
lights and thus, in conjunction with your 
light-gem, help determine your visibility. 

But thanks to a sharp Al, moving 
undetected is no mean feat. They will react 
to stirring shadows, knocked over objects 
or footsteps in believable and increasingly 
varied ways. They may take a look and 
dismiss it as nothing, crack a joke, call 
nervously into the shadows or storm out 
looking for action. A wounded or unarmed 
Al will not face you either, instead running 
off to grab reinforcements — before you 
know it you will be overwhelmed and 
close combat is ill-advised. That's because 
the controls are not well suited to this 
gameplay — not surprising given the 
nature of Garrett. Also, the Al’s dialogue 
is a tad repetitive and harshly depicts the 
average medieval goon's intelligence. 

These issues do affect the atmosphere 


LET'S GET 

PHYSICAL, PHYSICAL 

One of the keynote attributes of the 
PC's next-generation of games is in 
the physics. Far Cry, S.T.A.L.K.E.R 
and Half-Life 2 are key examples 
of this revolution and while Thief 
comes close, its falls short of 
perfection. Obstacles will tumble 
realistically when knocked over, 
but they are mostly set-ups rather 
than an inconsequential part of the 
environment Bodies too, will fold 
and flap on their way to the ground, 
but they bend in ways that would 
defy a Russian gymnast At least you 
can see Garrett's feet in Ist-person 
mode — nerdy yes, but still cool all 
the same. 


slightly, but for the most part it's electric. 
The score is excellent, keeping you tense 
and ensuring that you won’t even blink in 
fear that the guard — only a foot away 
— will hear it As for the graphics, they are 
gorgeous. The medieval world is brought 
to life from every flickering torch to every 
cobbled stone. There are some slight 
lighting bugs, but PC owners should see 
this rectified in an early patch. 

There are, however, no multiplayer 
or action-based missions — it's pure 
stealth. Plus, the medieval setting 
dictates no radars, gadgets or high-tech 
weapons. Gameplay requires you to wait 
patiently in the shadows, using elaborate 
lock-picking tools, spying the telltale 
glint of loot and running from fights 
rather than starting them. If you can 
sink into this character and this type of 
gameplay then Thief: Deadly Shadows is 
extraordinarily rewarding and easily the 
equal of Splinter Cell: Pandora 
Tomorrow. Chris Stead 

VERDICT 

Exceptional level design and 
of atmosphere, this will elate series 
faithful and deserves to attract all fans 
of stealth-based gaming. 

PROS Intelligent level design, awesome 
presentation, unique gaming. 

CONS Slightly buggy, vocal SFX a little 
overdone, encourages anti-social behaviour. 
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Rthens 2004 


DEVELOPED Eurocom 


PUBLISHER Sony 


CLASSIFICATION: C 


PRICE: $99.95 


n rmchair athletes of the world, 
pick up your joypads and go 
for gold. As Bruce McAvaney 
would say, there's something 
"special" about hammering buttons as 
fast as humanly possible until your arm 
cramps and your fingers blister. It might 
not be the same kind of exhilaration Ian 
Thorpe or Patrick Johnson feel as they're 
tearing away from opponents, but Athens 
2004 is terrific fun. 

You can’t pack every Olympic sport 
(or unfinished stadium) into a game like 
this, but there's unprecedented variety 
included. The 25 events include running, 
swimming, gymnastics, horse jumping, 
weightlifting, archery and shooting, plus 
field events like high jump, discus and pole 
vault. There are frantic button bashing 
contests as well as tests of endurance, 
rhythm and timing. 

You will quickly discover favourites, 
whether it's the precise, skilful 
competitions like shooting or archery or 
the surprisingly tactical middle-distance 


running. Rhythm action fans are well- 
catered for, with gymnastic events 
that play like dancing games. It would 
have been great to have other sports 
previously seen in videogame form, like 
diving, kayaking and cycling, but only the 
repetitive swimming events disappoint. 

The game uses the multitap for four- 
player mayhem, but more inspired is the 
dance mat support. In Party mode, the 
difficulty is tailored for the more rigorous 
demands of using feet rather than nimble 
fingers. The Bemani-like gymnastic events 
are obviously best suited to the mat, but 
other sports like sprints are hilarious and 
provide a demanding physical workout for 
shedding kilos. 

Other playing modes include solo 
practice sessions, single events, and multi¬ 
sport competitions complete with Olympic 
ceremonies. You can play a Decathlon, 
Heptathlon, track and field competition, 
swimming meet, gymnastic carnival or 
a full grueling 25-event "Champion" 
tussle. You can also create customised 


PROTIP: The 
800 and 1500m are 
surprisingly strategic 
and enjoyable. The 
analog sticks are used 
to control the runner s 
speed and direction. 
Sprinting is limited 
by heart icons, which 
slowly recharge. You 
can also perform a 
speed boost using LI 
anytime in the final lap. 
but its best saved for 
the final turn otherwise 
you will run out of puff. 


10-event competitions. The challenge 
mode is another welcome addition 
designed for multiplayer action. It assigns 
each competitor a handicap based on 
their performance in the previous event, 
ensuring the points board is always tight. 

The motion-captured athletes look 
terrific, earning Sony a gold medal for 
presentation. Little touches like the 
runners limbering up or saluting the crowd 
after a victory are lovely. The astonishingly 
realistic horses in the jumping event are 
particularly impressive. And yes, the real 
Olympic venues are included, even if 
construction hasn't yet been completed 
in Athens. Basic commentary is included 
during some events and replays. Probably 
the only box left unchecked is national 
anthems during medal presentations. 

Solo play is always this genre’s 
weakest link, so it is disappointing 
Sony didn't demand more single-player 
longevity with something akin to a career 
mode. Being able to create and train 
your own character before competing in 
qualifying events and earning your place 
at the Olympics might have provided 
an engaging solo mode. You could have 
also pitted custom-made athletes against 
steroid-filled Frankensteins created by 
your mates. 
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ON YOUR MARKS. 



Real-life athletes are also absent. It 
would have been much more exciting 
to swim as Thorpey, run as Jana Pittman 
or chuck a shotput as... err... you know 
what we mean. But apparently Olympic 
teams are decided so close to the Games 
that it's not possible to put the real stars 
in and get the game out before the torch 
relay hits the Acropolis. 

More mysterious is the absence 
of online features. Nothing can beat 
huddling around a console, but being 
able to play against faraway friends 
should have been offered. Sony could 
have organised online Olympics with 
representatives from around the globe 
competing for their country. Even being 
able to just post personal records online 
would have been fun and competitive. 

This genre has been entertaining 
gamers for over 20 years, with much¬ 
loved titles like Hyper Sports, Summer 
Games and Track And Field. Fortunately, 
Athens 2004 is the best yet. It might be 
simple, but it's impossible to exaggerate 
how much fun Athens is with mates, 
all screaming in agony as their athlete 
plods towards the finish. Grab some 
friends and you won't find a more fiercely 
competitive, entertaining or exhausting 
game. Jason Hill 



PROTIP: In Pole 
Vault, the more speed 
you build along the 
runway, the bigger the 
area you have to stop 
an oscillating meter 
with a swift press of 
the LI button. 



The game's 25 events, 
categorised by control style: 
Button Bash: Grueling tests 
where players hammer the X 
and O buttons furiously, 
interspersed with the occasional 
push of LI to leap hurdles, raise 
the bar. breathe or lunge for the 
finish. Includes 100m, 200m and 
400m running events. 110m 
Hurdles, 100m Breaststroke, 
Freestyle, Backstroke and 
Butterfly, plus weightlifting. 

Jump: Button bashing before 
precise LI button presses. 

Includes Long Jump, 

High Jump, Triple Jump 
and Pole Vault. 

Throw: Requires precise 
timing, plus adjusting the 
throwing height using the analog 
stick or buttons. Includes Discus, 
Javelin and Shot Put. 
Simon-Says: Bemani-inspired 
gymnastic events demanding 
rhythm and joypad dexterity. 
Includes Male and Female 
Floor Exercise events. 

Rings and Vault. 

Director: Use the analog sticks 
for control and be mindful of 
stamina. Includes 800m and 
1500m running events, 
plus horse jumping. 

Precision: Tests of concentration 
and skill. Includes Archery and 
Skeet Shooting. 


VERDICT 

Old-school button bashing fun 
spiced with terrific presentation 
and interesting new controls and 
events. Best Olympics game ever. 

PROS Easy enough for anyone to 
instantly enjoy. Brilliant fun with mates. 
Wide variety of events. 

CONS Questionable single player 
appeal. No online modes. Painful 
swimming events. 
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Xbox 


The Chronicles of Riddick: 
Escape from Butcher Bay 


DEVELOPER Starbreeze AB 


PUBLISHER Vivendi Universal CLASSIFICATION: MAI5+ 


PRICE: $99.95 



E scape from Butcher Bay acts as 
a prequel to Hollywood flicks 
Pitch Black and the more recent 
Chronicles of Riddick, which 
feature Vin Diesel as the irrepressible 
Richard B. Riddick. The premise of the 
game is to take control of the main 
character and do exactly as the title 
suggests, Escape from Butcher Bay, one 
of the most notorious and deadly prisons 
known to man. 

While taking a first person perspective 
Butcher Bay encompasses many adventure 
elements in which you must interact with 
NPC's by doing them favours and buying 
items in order to progress. While it is not 
necessary to help all prisoners you come 
across the more you help the more money 
you can earn to pay off guards, buy illegal 
goods and obtain cigarettes, which are 
collected in order to unlock concept art 
and movies. 

Butcher Bay carries an extremely 


violent motif and starting the game you 
are quickly introduced to the kill-or-be- 
killed mentality of maximum security 
life. During the course of the game you 
will progress through to double max and 
even triple max security sectors, where if 
you are caught starting fights or carrying 
weapons you will be shot on sight. This 
is where the majority of the adventure 
elements come into play as you must 
learn to work within the system, who to 
talk to in order to arrange things, and who 
to go to for contraband. It's also good to 
know where the cameras can't see you so 
if someone gets in your way you can get 
rid of them- no witnesses, no problem. 

Given that you are living a prison 
lifestyle carrying a firearm is a rare 
pleasure and you must make do with 
your fists, shivs and bats that you get 
within the system. This is where the 
first cracks start to appear. Starbreeze 
have configured the controls to use the 
R trigger and a movement joystick to 
coordinate combos, an unintuitive system 
that creates a steep learning curve. With 
hand to hand combat playing a major 
role and often facing off against multiple 
guards with automatic weapons, the 
controls become somewhat frustrating. 
This problem is compounded by the slow 
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movement of Riddick with a speed more 
akin to the casual stroll of Id originals 
Wolfenstein or Doom rather than the 
current generation of FPS'. 

While the frantic action in Butcher 
Bay turns out to be not so frantic after 
all, there are other elements to gameplay 
that are essential to master. As fans of 
the character will be aware, Riddick 
has the ability to see in the dark thanks 
to an operation that we find occurred 
in Butcher Bay. Not only does this 
make darkness your best friend, but 
an accompanying stealth mode that 
heightens Riddick's hearing also makes 
it possible to avoid many confrontations 
by sneaking up behind someone and 
breaking their neck. 

While the control system does have 
its shortcomings Butcher Bay does excel 
in a number of technical areas. Designers 
Starbreeze have created a bleak looking 
prison system with an overall grey hue 
that gives the ambience of artificial light, 
and the walls are nicely textured with 
scratches, marks, blood stains and graffiti. 

Butcher Bay also has a complete cast 
of NPC’s with a unique and detailed 
model for each character and complete 
voice casting for all the different people 
you come across. To achieve their 


PRDTIP: Riddick 
loves the dark so it s 
always wise to stick to 
the shadows and use 
stealth. 


PROTIP: Talk to 
everyone and buy 
everything — there 
will be instances 
where purchasing an 
item will make life 
easier down the track. 


technical results Starbreeze have used a 
process known as normal mapping, where 
you create a high polygon character 
model, throw on all the textures and 
mapping and lighting effects and then 
take that formula and apply it to a lower 
polygon model within the game. This 
gives you a detailed effect without having 
to push a ridiculous number of polygons. 
The downside is normal mapping is still 
processor heavy and thus the load screens 
in Butcher Bay certainly aren't shy. 

An interesting aspect for FPS 
aficionados is that Riddick carries a 
shadow which will reflect full body 
movement, and you can spy not only 
your feet but you can also see parts off 
Riddick's upper body, a design aspect that 
is surely to become more common from 
here on in. 

The only real negative aspect of 
Butcher Bay is the constant switching to 
a 3D perspective when you climb crates, 
ladders, and basically perform any other 
action besides jump and attack. While 
this works in some sense, such as when 
you hang over pipes and traverse drops 
hand over hand, overall it draws away 
from your immersion with the character 
and proves to be a distraction. Butcher 
Bay also suffers from the lack of a 


multiplayer option, but given the control 
shortcomings it probably wouldn't have 
proved an overly successful option. 

This being said, Butcher Bay is a great 
ensemble of action and adventure with 
nice textures and outstanding sound, with 
only some minor shortcomings in terms 
of controls and some frustrating instances 
of loading, which in the end, is a trade off 
between patience and visual flair. Having 
carved itself a nice pocket in the FPS 
genre we are no doubt destined to see 
more from our merciless friend Riddick. 
Andrew Bulmer 


VERDICT 

Gritty, well presented and enthralling. 
A great mix of action/adventure 
within the first-person shooter genre. 

PROS Slick presentation. Great adventure 
elements. Genuinely enticing. 

CONS Constant load screens. Slow 
character movement Off putting use of 
3rd person. 
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Jacques, each of whom have swapped 
places in time (Jacques is in feudal 
Japan; Samanosuke is in modern-day 
France). The gimmick makes for some 
interesting, clever time-related puzzles 
(a small, annoying Navi-like fairy can 
carry key items back and forth through 
the time stream), but other than that, 
the settings don't feel all that different 
— be it the 16th Century or the 21st, 
both characters are basically fighting 
the same demons in the same gothic¬ 
looking cathedrals and bone-lined 
caverns. 

As these are post-Ninja Caiden 
times we live in, the game is bound 
to feel a bit slow for the first level 
(get used to not being able to jump 
or run on walls), but once you adjust, 
the controls for both characters feel 
organic and right. Despite the amount 
of crazy combos and flashy moves on 
the screen, it always feels like you’re 
in complete control. Simple nudges on 
the left thumbstick link Samanosuke's 
sword attacks from enemy to enemy 
with grace; counterattacks (tap block 
just as you're hit, then hit □) are a blast 
to nail; and Jacques' Ogre Lasso with 
its nifty (but underexploited) ability to 


Onimusha 3 


DEVELOPER Capcom PUBLISHER: Capcom 


CLASSIFICATION: M 


PRICE $99.95 


□ nimusha is extremely 

comfortable in its demonic 
little groove — an action/ 
samurai sort of Resident 
Evil with half the scares but twice the 
playability. This third installment is 
a great extension with basically the 
same mechanics as the other games 
in the series (i.e., elegant, fun, and 
engrossing). Hallowed ground is held, 
but none is broken. 

The big new thing in Onimusha 3 
is the addition of Jean Reno (sort of) 
as a playable character, a whip-slinging 
Frenchman named Jacques who gets his 
own soul-sucking Ogre Gauntlet grafted 
onto his arm. The game divides its time 
squarely between Samanosuke and 
























GamePro talked with Keiji Inafune, Capcom's General Manager of Research and 
Development for the Onimusha 3 game. 


Q: Why bring Jean Reno to the game? Did you have a fear of the actors 
overpowering other characters? 

A: We didn't suddenly include a big actor into the series. In Japan, we 
had Kaneshiro Takeshi (a famous Chinese-Japanese movie/TV actor) 
featured in the first Onimusha, so this wasn't anything new. The reason 
why we did this was to give a broad appeal, especially to those who 
aren't gamers. If you tell people who don’t play games "this 
is a great action game,” that wouldn't register to them. - 

But by using a famous actor like Kaneshiro Takeshi, it 
makes it easier for non-gamers to get into the game. * L 
And because of this, Onimusha 1 & 2 was if:* ' 

much more successful in Japan than in North W 

America or Europe. For Onimusha 3, we wanted 
follow the same strategy and appeal to European V 

and North American audiences. For Onimusha 1 & 

2 there wasn't any problem with Kaneshiro Takeshi 
overshadowing other characters, so we’re not 
worried of that happening with this game. 


you just memorize that you can wrap around objects and climb walls 
with a whip then controlling either characters isn't an issue. The button 
mapping is the same so it doesn't present a problem. However, there 
definitely will be a different style in playing each character. 


Q: In making a move to the futuristic setting, did that change the 
theme of the game? 

A: Although the setting has changed, the theme hasn’t 
Of course, the feel changes with a different setting, 
w \ when you fight soldiers as opposed to just battling 
\ samurais. But the theme of the series has always 
been more than just a samurai action flick. Our 
main goal has always been to create a high quality 
action game. 


f 1 * ^ 

>- • ‘X- •»" :. - 


Q: Why do you think Onimusha 2 wasn't very successful 
outside Japan? 

A: The view system, graphics, controls, were the 
same as Onimusha 1. Onimusha 2 was a solid, 
quality game, but the fundamental gameplay 
didn't change, which probably didn’t appeal to 
the Western audience. The third game has been 
revamped, though not significantly, and should be 
the easiest to control of the whole series. The first 
game had an appeal as a samurai game, but when 
you make a game with the same "samurai game" 
appeal, it gets old. There had to have been something 
appealing other than the fact that it has samurais. 
Realizing this, we created Onimusha 3, which has more 
than a samurai appeal. 


Q: How much of a challenge was it merging two distinct fighting styles, 
with Samanosuke having a sword and Jean Reno having a gun? 

A: It wasn't that difficult as the basic controls don't change. You don't 
have to rememorize how to control each character — for example, if 


P Q: Why the focus on Samanosuke from Onimusha 
1 and not Yagyu Jubei from Onimusha 2? 

A: In Japanese history, Akechi Mitsuhide killed Oda 
Nobunaga. Akechi Samanosuke in Onimusha 1 is Akechi 
Mitsuhide's nephew, and everybody in Japan knows that the 
Akechi clan killed Oda Nobunaga. Given that connection 
between Samanosuke and Oda Nobunaga, it was only 
logical that Samanosuke takes on Oda Nobunaga 
to complete the trilogy in Onimusha 3. Onimusha 
- r 2 was sort of a side story, so it didn't follow the 
same plot line or have the same main character as 
1 or 3. 




A ~ 4 ^.4}^ Q: Is there anything else you wanted to add about 

Sif the game that we didn't talk about? 

U A: The biggest difference between Japanese [and 

Western game markets] is the demand in complexity 
of a game. The shortness of Onimusha 2 was heavily 
criticized in the West, while the Japanese didn't take notice of 
that at all. So we took that in consideration for this game and made the 
game longer, which might turn off some casual Japanese gamers. The 
Western version is a bit longer and harder than the Japanese version. It 
takes an average of 12-13 hours to play the game through not counting 
deaths, and 20 hours counting deaths. 


bind enemies feels more elegant than 
Mr. Belmont’s whip did in the latest 
Castlevania game. A couple nit-picks: 
Holding down R1 to charge your 
weapon can be a little annoying (you 
have to hold it down hard), and hitting 
smaller ground creatures (like slugs) is 
nearly impossible without arrows. 

The game is big on presentation 
with a glorious opening cinema 
sequence, good character modeling 
(damn, that does look like Jean Reno!), 
excellent weapon animation, and some 
pretty nifty demons. Unfortunately, the 
game screws up the voices something 
fierce: There's no Japanese-language 


PROTIP: If you die in 

the same area enough 
times in a row. “easy 
mode" will appear 
in the reload game 
screen. 


option, and about 20 minutes into 
the game, Jean Reno's cool French is 
replaced by some gruff nobody's cloying 
English — that's right, Reno only voices 
the character that looks like him for 
about five percent of the game. The 
least they could have done is gotten a 
replacement who fits the otherwise very 
cool character. 

Aside from the Leon bait-and- 
switch, there are few surprises in 
Onimusha 3 — it’s a great game that 
fits like an old glove, so the old saying 
goes. A soul-sucking, flesh-leeching 
glove with one creepy, blinking, hollow 
eye. Star Dingo 


VERDICT 

A fast and furious hack 'n' 
slasher with glorious presentation, 
great character models/weapons 
and some nifty demon action too. 

PROS Tight control, crazy amount 
of combo moves, awesome 
cinematics. 

CONS Not enough Jean Reno. 
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Shadow Ops: Red mercury 

Zombie Atari MA15+ S99.95 


n recent times, the first person 
shooter has increasingly moved away 
from fantasy and more towards 
replicating realistic wartime scenarios. 
Developers everywhere have been digging 
up their history books and raiding the 
texts to see what modem day conflicts 
there are left to simulate. 

Thus comes Shadow Ops: Red 
Mercury, another game in a recent long 
line of military inspired shooters (although 
it attempts to mix things up a bit with 
a dash of James Bond style espionage). 
Does it manage to offer anything original 
and fresh to revitalise an ever-increasingly 
tiresome concept? 

If you like your videogame heroes 
fiercely all-American, then look no further 
than Shadow Ops: Red Mercury's Frank 
Hayden. He's the typical "bad ass" 
elite commando — cynical, cocky and 


dangerously misogynistic (with a bit of 
George Clooney thrown in for good 
measure). He's the type of overly-patriotic 
cowboy who probably wouldn't think 
twice about slaughtering a bunch of 
foreigners who dare to challenge US 
foreign policy. 

Frankly, he's a rather unlikable 
protagonist, even though the cutscenes 
try to glorify him as some gum-chewin', 
gun totin', heroic loner. His character 
unfortunately represents just how 
formulaic the rest of Shadow Ops: Red 
Mercury really is. This is, for the most 
part, your typical highly scripted, highly 
linear first-person shooter with cinematic 
pretentions. 

Probably the single best thing about 
Shadow Ops: Red Mercury is the crisp 
and stunningly dynamic THX approved 
5.1 surround sound. The whiz bang of 


PROTIP: While 
crouched, pressing 
the left trigger puts 
you in “lean" mode, 
allowing you to pop 
out from behind cover 
and take shots at the 
enemy. Not only can 
you lean left and right, 
but pushing up will 
also allow you to look 
up and over from your 
hiding position. 


PROTIP: The sniper 
rifle is your friend. 
Whenever there's 
a decent amount of 
distance between you 
and the enemy, whip 
out your long range 
scope and pick off as 
many potential threats 
as possible! 


gunfire as it cracks against surfaces, the 
snappy blast of a flashbang grenade, 
barks from the Al controlled teammates 
and the rousing orchestral soundtrack all 
go a long way to really draw you into the 
virtual warfare. Sadly nothing else about 
this game even comes dose to matching 
the quality of the audio. 

Visually the game looks grimy, with 
blurred grainy texturing and some very 
odd-looking character models that are 
more noticeable during the in-game cut- 
scenes. Many of the indoor and outdoor 
areas are passable, with large sections 
of brown cement or grey steel flooring, 
but the jungles scenes, for instance, are a 
bit like your dog just vomited across the 
television screen. It can be hard discerning 
enemy soldiers against the overly-textured 
environment, though it’s possible to get 
used to it if you take the game slowly and 
squint your eyes a bit. 

Performance is also patchy at best, 
with a frame-rate that sometimes slows 
to a crawl as the engine attempts to keep 
up with your rapid thumbstick movement. 
Problems with the engine continue, with 
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annoyances such as some very giitchy 
clipping that allows your character to 
get stuck on everyday objects as you 
brush past them. We were somehow 
stuck inside a piece of furniture after 
being guilty of approaching it whilst 
crouched, requiring us to restart the level. 
It’s also not possible to drop from ledges 
whilst crouched, and in an attempt to 
circumvent the linear level design, a bit 
of exploration using the jump button 
up a small hill was punished by instant 
inexplicable death. 

Shadow Ops: Red Mercury's greatest 
crime, however, is in the way its action 
is so highly scripted that levels literally 
need to be "learned" in order for you to 
progress through them without dying — 
which is the requirement. As there are no 
checkpoint saves or saves on completion 
of objectives, the player is returned to the 
very beginning of a level upon death. As 
you make your way through the same 
level for the zillionth time — struggling 
to remember when it is that an enemy 
soldier throws their grenade down the 
hallway, or at what point it is when you 
cross a doorway that an explosion will be 
triggered — you begin to wonder why 
you're bothering. Even though you can 
learn every single jack-in-the-box event, 
enemies won’t spawn until you trigger 
them, so lobbing a grenade into a room 
ahead of you is pointless unless you've 
triggered the game to generate the bad 
guys into position. 

When so much of the game is 
scripted, the lack of save points during 
the levels is criminal. To think you can 
spend 40 minutes getting yourself to the 
end of a long and arduous level, only to 
have yourself mistime a grenade throw 
and be sent all the way back to the 
beginning of a mission is unforgiveable. 
Playing Shadow Ops will no doubt result 
in a record number of controller-smashing 
incidents, we guarantee. 

The shame is that there are many 
moments in Shadow Ops: Red Mercury 
when everything falls into place and 
some tense and enjoyable firefights can 
be had. The "zoom and lean” technique 
of staying low and keeping behind cover 
works well and really does help to make 
the player believe they really are in a 
gritty warfare zone. 

However, there are so many horrific 
design errors and cliched characters 
littering this generic action game 
that it becomes almost impossible to 
recommend. Eliot Fish 


ALAiDHHH... 

The Artificial Intelligence in Shadow Ops: Red Mercury could have possibly lifted the linear 
gameplay to another level, but sadly it's yet another element to the game that bites the big 
kransky. Teammates seem blissfully unaware as bad guys run up and stand right next to them, 
firing off machine gun rounds into your face. Teammates promise to provide you with cover, but it 
seems you've always got to do the work yourself. Maybe their goggles are steamed up and they 
can't see, or maybe the Al in Shadow Ops is about as useful as tits on a bull...? 

Thankfully, the Al can be jettisoned with the rest of the single-player campaign, as Shadow 
Ops: Red Mercury also comes complete with a multiplayer mode allowing you to mix it up with 
friends online with Live, system link or even in split-screen mode. 





VERDICT 

Whilst Shadow Ops promised to 
be so much more than this, the 
end product is the kind of scripted 
shooter the world has had enough of. 

PROS Rich and detailed sound, a few 
moments of engaging action. 

COHS Overly scripted events, no mid-level 
save points, choppy and grainy visuals, 
unlikeable characters and diched story. 
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Driuer 3 


DEVELOF Reflections Interactive 


PUBLISHER Atari 


CLASSIFICATION: MAI5+ 


PRICE $99.95 


□ river 3 puts you back in the 

shoes of Tanner, the undercover 
cop of Machiavellian 
proportions from the previous 
games. Your assignment is to infiltrate a 
notorious car smuggling gang based in 
Miami and throughout the game your 
allegiance and ruthlessness will be tested, 
along with your driving skills of course. 

The focus with the Driver series has 
not only been on driving but also on a free 
roaming environment where you can go 
anywhere do just about anything, a style 
not dissimilar to GTA, Vice City and True 
Crime. For Driver 3 they have expanded 
the number of vehicles available to over 
80 which not only includes cars, trucks and 
busses, but bikes and boats as well. 

While Driver 3 invokes an open 
environment motif the mission based 


design does not make full use of it, 
and there are no rewards or secondary 
objectives that encourage you to traverse 
the cities outside of the mission objectives. 

The different missions are pasted 
together by beautifully crafted cut-scenes 
that feature the Hollywood voices of 
Michael Madsen, Ving Rhames and 
Mickey Rourke. The cut-scenes do a great 
job of setting up the missions but the 
sheer abundance of them do too much 
to provide the main impetus for the story 
leaving the missions very one dimensional 
and sorely lacking in lateral movement. 

A typical mission will have you go 
from point A to point B, upon which you 
engage in some wholesale slaughter of 
criminal types in the name of revenge, or 
you might be there to collect something, 
often both. Other missions will give you 


PROTIP: You can 
usually exploit the Ai 
by shooting them from 
outside the enemy's 
effective range, often 
they won't even shoot 
back. 


a time limit to complete your objective 
and while it makes skilled driving at 
high speeds a necessity, it closes down 
ail possibility of non-linear play, and 
shouldn't that be the design goal with an 
open environment at hand? 

Despite a less than open design in 
gameplay the missions are still enjoyable 
to some extent. Where the game suffers 
more is through the glitches that occur 
in the non-driving aspects of the game 
combined with the unpolished control 
system for using Tanner in the 3rd person. 

To take a number of examples in one 
mission you must steal cars and put them 
on a moving truck. Once a car is on the 
truck the only option you have is to get 
out of the car, but do this and you glitch 
outside the truck and are left standing in 
the middle of the road. Another example: If 
you're unlucky enough to fall out of a boat 
you can climb back in via a ladder, but press 
the button to climb and you glitch thru to 
the driver's seat and start the engine! 

Being a game that is mostly occupied 
with driving the game engine focuses 
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FILM DIRECTOR MODE 

Apart from the main game and a small number of driving games the heralded 
innovation for Driver 3 is the film director mode. When you complete a 
mission you can edit the entire replay changing the camera angles with 
complete freedom and adding effects such as motion blur, slow motion and a 
number of other effects. A pioneering and exciting addition, it does create an 
interesting segue from the main game and is worth tinkering with. It may not 
be for everyone but it will certainly find a dedicated audience. 



very much on creating a realistic driving 
experience; being able to take comers 
sideways and getting an adrenalin rush as 
you dodge cars, pedestrians and everything 
else whilst racing towards your objective. 

The driving physics are indeed what 
you would expect, however the game 
is let down in a number of other areas. 
Although Driver 3 utilises a very large 
world map, it still suffers from a lack of 
draw distance with buildings, vehicles and 
other objects popping into screen as you 
approach. Understandably, such a large 
map does not allow for highly detailed 
textures but Driver 3 often struggles in 
terms of refresh and frame rate, with 
the surrounds chugging past ruining the 
aesthetics, and your sense of speed. 

In an attempt to save some processing 
power a lot of objects will not be affected 
if you drive through them- or ram into 
them. Of course you will see all the 
vehicles take real-time damage, but ram 
into a tree or light poles and it's like hitting 
a brick wall, an aspect that detracts from 
the otherwise realistic driving experience. 


PROTIP: In close 
quarters action, a 
switch to 1st person 
mode will avoid 
problems with the 
camera. 


A combination of slickly produced 
cut-scenes and linear missions, Driver 
3 falls short of the expectations that 
continual delays seem to have promised. 
After creating such large cities, Reflections 
have failed to use this potential, offering 
no incentive to utilise the surrounds. With 
no hidden extras or surprises Driver 3 is 
strictly what you see is what you get. 

A small number of mini-games that 
include chase and escape sequences as 
well as driving through cones, give you an 
arena in which you can test your driving 
skills, and you can replay your glory 
in any manner you see fit via the film 
director mode. 

Sadly, Driver 3 is often more a 
combination of frustration and rote 
learning of levels than awesome driving. 

In the end it seems that there has been 
too much emphasis on technological 
additions and slick intros instead 
of revolving the game around the 
frantically high speeds and death defying 
manoeuvres that players crave so much. 
Andrew Bulmer 



VERDICT 

Some great driving elements but 
runs too linearly and contains too 
many frustrations to build into a 
satisfying package. 

PROS Slick cut-scenes. Very nice driving 
physics. Lots of vehicles. 

CONS Glitches galore. Frustrating 3rd 
person elements. Linear missions. 
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Shrek 2 




PROTIP : There are lots of easter eggs to be found in 
Shrek 2. so don't feel shy about using Shrek to punch the 
crap out of inanimate objects in the hope of a reward! 



V ou have good reason to 
be frightened. It's a movie 
license game and it's aimed at 
"younger" gamers, but does 
that necessarily mean it’s destined for 
the bargain bin? Developed by Luxoflux, 
the studio that most recently gave us 
True Crime, Shrek 2 is a very slick piece 
of interactive entertainment that's a 
cut above the usual tie-in dross that 
gets released around the hype of a big 
Hollywood movie. 

In the same way that Dreamworks' 
hilarious animated film can be 
appreciated by both kids and adults, 
Shrek 2 the game offers something 
for kids and big kids alike. For starters, 
the game looks beautiful — almost as 
lively and crisp as the movie — with 
perfect looking characters, complete 
with lovely animation and witty one 
liners. Even though the voices aren't 
supplied by the actors from the 
film, they're close enough that most 
people won’t notice. 

Shrek gets around with three 
of his companions by his side at all 
times, and it's this multi-character 
feature which is both the good and 
bad element to this game. Firstly, the 
bad. To keep all the characters on screen 


PROTIP: When a 
new character enters 
the party, make sure 
you stop to check 
out their moves 
and special ability, 
otherwise it may not 
be all that obvious how 
to solve some of the 
upcoming puzzles. 



at once, the viewing angle is always 
quite zoomed out from the acfon. 

You can manipulate the camera with 
the right analogue stick, but it can get 
pretty annoying when the camera is 
locked to the zoomed out view, not 
allowing you a good look at the playing 
environment. However, this zoomed 
out view is crucial in allowing for other 
players to join in on your game at any 
time by simply plugging their controller 
in. This is where the good part comes in. 

Each character has a specific talent 
that must be utilised in order to conquer 
various stages of the game. There's 
Princess Fiona's ability to slow down 
time (complete with a very sexy warping 
effect across the screen), Gingerbread 
Man's ninja candy cane and cookie 
toss, Donkey's burro blast kick and Big 
Bad Wolf's huff 'n puff blow attack, 
just to name a few. If playing on your 
own, you can just switch between 
characters with the shoulder 
button, otherwise friends can join 
in on the fun. This makes Shrek 
2 both a single-player adventure 
and a party game in one, and 
it's a surprisingly successful 
combination. 

Whilst the game vaguely follows the 


events of the movie, it's not hampered 
by strictly following the plot, as there 
are plenty of mini-games and zany 
action that certainly never takes place 
in Shrek 2 on the big screen, yet on 
the whole it's amusing enough to be 
convincing. 

Luxoflux have certainly exercised 
their game development experience 
on this one, cranking out a game that 
will both serve its purpose as a tool 
for the Shrek marketing machine 
whilst remaining a fun and genuinely 
playable game. Fun for the whole 
family. Really! Eliot Fish 


VERDICT 


Hardcore gamers might want to give 
it a miss, but Shrek 2 is still a quality 
piece of entertainment 

PROS Slick to look at, easy to control and 
genuinely fun. 

CONS The camera view will frustrate and 
annoy: some of the jokes are corny. 
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Harry Potter and the Prisoner of Rzkaban 


DEVELOPEF Electronic Arts 


PUBLISHER Electronic Arts 


CLASSIFICATION: 


G 


PRICE: $69.95 


T his latest Harry Potter 

adventure is his best yet. and 
should leave young muggles 
in a spell. The chance to 
control Ron and Hermione is a terrific 
new addition. The three characters each 
have unique skills and spells: you need 
to constantly switch between them, 
using teamwork to solve puzzles. Ron 
can discover secrets, Harry is nimble for 
climbing ropes and leaping gaps, while 
Hermione can crawl through tight spaces 
and is the most adept magician. 

The pace of the game is swifter 
than its predecessors, with fewer story 
sequences interrupting the flow of the 
action. It's a smart decision considering 
most players would already know the 
story backwards. The only hiccup is that 
sometimes quests can seem arbitrary. 

Like the previous games, players need 
stealth to sneak around Hogwarts, and 
can duel against Draco and his Slytherin 
goons. But now there is also the chance 
to control Hedwig the owl and fly on 


the back of a Hippogriff. Zooming 
through the air high above the imposing 
Hogwarts castle is a genuine treat. 
Dungeons are reminiscent of the Zelda 
games, with new skills used to tackle 
each challenge. You duel with various 
magical creatures and tackle puzzles like 
pushing switches and moving blocks to 
access new areas. 

Adults will whiz through the game in 
a day, but the difficulty is well-judged to 
suit younger players. Harry's friends are 
often too eager to surrender the answer 
to a conundrum, but it is better than 
causing unnecessary frustration. Pity they 
don't also provide more help directing 
players around the sprawling castle. 

The game offers new areas of 
Hogwarts to explore and improved 
visuals. Locations are more detailed and 
heavily populated. 

Grumbles include lengthy loading 
delays, some dodgy artificial intelligence 
from your chums and an unreliable 
camera. Not including a co-operative 


PROTIP: If you 
don't know where to 
find ingredients for 
Snape’s class, head 
outside and jump on 
Buckbeak. Look out 
for orange shafts of 
light. 


mode so friends could play together was 
also a missed opportunity. 

The PlayStation2 version is best, with 
six terrific EyeToy digital camera games. 
Players wave their hands around playing 
fun mini-games like hurling gnomes or 
squishing chocolate frogs. GameCube 
owners get some GBA connectivity 
bonuses, while the PC version is entirely 
different and skewed at an even younger 
audience. Jason Hill 


VERDICT 

Derivative yet entertaining and 
atmospheric, with a well-judged 
difficulty for young Harry fans. 

A solid compliment to the movie. 

PROS Convincing adaptation of 
the Harry universe. New spells and 
interesting puzzles. Bonus EyeToy 
games on PS2. 

CONS Relatively short and linear. 
Lacks a co-operative mode. Little 
innovation and occasional bugs. 
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Formula 12004 


DEVELOPER Sony 


PUBLISHER Sony 


CLASSIFICATION: C 


PRICE: $99.95 



L ike a peacock amongst a flock 
of pigeons, FI is aloof from the 
motor sport masses. Just watch 
the way they poonce around 
on the grid, submerged in billions of 
dollars worth of advertisement and 
scantly-clad ‘grid-girls' — you would be 
forgiven for thinking that the sport is all 
about the look, rather than the event. If 
that was true, then Sony would be on a 
winner with FI 2004, a game with the 
graphical muscle to easily claim pole. 

But once the race gets started, a host of 
technical difficulties sees it slowly slip 
out of the points. 

Mode-wise, FI 2004 is simplistic but 
thorough. Diversions such as Online 
Play, Race Weekend, Single Race, 
Multiplayer (up to four players and 
online) and Simulation/Arcade options 
play second fiddle to a meaty career 
mode that takes you from lowly test 
driver to world champion. This 
progresses via the standard email 
interface and, combined with an official 
license, captures an FI career in solid 
detail. For the hardcore FI insomniac 
(midnight on a Sunday — so cruel), 
there is also great depth in car tuning, 


extras to unlock (such as classic FI cars) 
and a TV mode, where you can watch a 
virtual race unfold. 

But who wants to watch, we’re here 
to play and Sony have made impressive 
ground on the series' car physics. Brake 
to hard heading into a corner or 
accelerate with venom out of one and 
the car will twitch nervously in your 
hands, like you're powering technology 
on the edge. 

You can adjust brake bias and 
traction control on the road to marked 
affect and the vehicles respond 
admirably and realistically to your 
commands. In terms of difficulty, the 
arcade mode is spot-on, with braking 
and turning quite simplistic, but in 
Simulation the physics are a tad easy. FI 
extremists will still find them a challenge 
to fully master, but you can get away 
with far too much in terms of damage 
and off-field excursions. 

And in the current gaming climate, 
this simply isn’t good enough. Games 
like Colin McRae 04 and V8 Supercars 2 
provide quality dynamic damage in both 
vehicle performance and visuals — an 
area in which FI 2004 is truly 


HEW TRACKS: 
Two new circuits never 
before seen in an FI 
simulation make their 
virtual debuts in this 
title — Bahrain (UAE) 
and Shanghai (China). 
The latter is quite 
difficult, with many 
slow comers, but 
Bahrain is a blast and 
a welcome addition for 
FI fans. 


COCKPIT: In 
cockpit view you 
can see the edge of 
your helmet in your 
peripherals and every 
couple of minutes, you 
will see the driver's 
hand rip a film off his 
visor — sensational. 


VERDICT 

Like a hot chick at an empty bar 
— there’s potential for some fun, but 
when you start digging a little deeper 
you just get slapped in the face. 

PROS Great graphics, reasonable physics, 
decent career mode. 

CONS Poor damage, daft Al, worst 
commentator ever. 



QUOTES FROm THE GREAT 
mURRAY WALKER: "You might not think 
that's cricket, and it's not. It's motor racing." 

“This is an interesting circuit because it has 
inclines. And not just up. but down as well." 

"The boot's on the other Schumacher now!" 

"And now. excuse me while I interrupt myseir. 

underdeveloped. There are other 
problems too; the replays are quite poor, 
there is no interactivity with the pits, 
there’s no records sheet, the Al is ‘out 
for lunch' and the commentary is, 
especially in arcade mode, piss-weak. 

When some American no-name 
starts sprouting verbal excrement such 
as ‘Wow! That was an awesome move’ 
and ‘You’re driving terrible' — it is 
genre suicide. 

Visually, FI2004 looks delish, with 
plenty of trackside detail, a good 
sensation of speed and gorgeous 
vehicles. When you pull out of your pit 
garage, idle towards the pit-exit and 
then roar out onto an open circuit — it 
captures the sensation wonderfully. 

Yet FI 2004 remains a bit of a Mark 
Webber — you just know if he was in a 
Ferrari he would be a World Champion, 
but in the Jaguar he struggles to match 
race pace. FI fans will get an 
exhilarating experience from this game, 
but it’s not the Schumacher they’d been 
hoping for. Chris Stead 
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T here's gold in them there hills 
and it’s no surprise to find that 
RockStar, so hot right now, 
are one of the few developer's 
brave enough to head out for a fossick. 
Indeed, you would have to rewind the 
clock to 1997 to find the last decent 
entry into the Western, LucasArts classic 
Outlaws. This is a great surprise and 
an even greater shame given that the 
stunning landscapes, quaint towns and 
ferocious gun slinging of the Wild West 
are ripe for gameplay plunder. 

Thankfully, RDR makes excellent use 
of these attributes — it certainly makes 
you feel like the lone gunman from any 
number of Wayne/Eastwood specials. 

The atmosphere is perfect, utilizing classic 
western interfaces, rustic one horse towns, 
dust-blown environments, spaghetti SFX 
and classic Western sequences. Missions 
which have you scaling isolated canyons 
to duke it out with gangs or running 
along train roofs to prevent robberies are 
perfect examples of this. Not that you’re 
a goody-two-shoes or something, you're 
just a man trying to make a buck. 

Which is what makes Red, your lead 
character, so damn cool. A shoot first, tell 
your story walking character, his scarred 
face was born for battle. We join Red 
following the untimely murder of his 
parents by a gang seeking his father’s gold 
claim. Incensed, revenge is on his mind, 
but he must first raise some revenue, 
using his lightning fast skills to claim a few 
bounties. To be honest, it’s a pretty weak 
story, but it does win points for driving 
you towards a gunfight with a psychotic 
troupe of midget clowns. 

To this end you have a wide armament 
of period specific weapons, including the 
six shooter, sawn-off shotgun, dual pistols 
and dynamite. Gameplay is primarily 


VERDICT 

Right idea, excellent atmosphere and 
plenty of Billy the Kid spunk, but is this 
really the type of B-grade quality we 
think of, when we think of the western? 

PROS Enjoyable gameplay, 
memorable settings, cool weapons 
CONS Out-dated visuals, progression 
a little too haphazard, needed more 
multiplayer variety. 





quite easy to master too 
and fun to use, especially during duels 
or while using deadeye. 

Duelling is a slowed down face to 
face encounter where you must draw and 
take six attempts at getting a critical (i.e. 
fatal) shot, before your foe can attack. As 
for deadeye, it is a bullet-time you can 
activate once you have built up enough 
kills and it allows you to take up to 12 
shots in a single movement. In addition to 
this you can use various props for cover, 
peering around comers and taking pot 
shots at your enemies and even, in some 
missions, doing it all from horseback. 
Unsurprisingly, these gameplay mechanics 
are wicked fun and very useful against the 
challenging bosses. 

This ’fun’ is quickly doubled when 
blood comes gushing from an enemy's 
punctured neck. RDR rewards headshots 
in graphic detail, but you are robbed 
of true satisfaction by some shady 
animations. And this, really, sums up 
your RDR gaming experience. There is 
no doubting the appeal of the gameplay, 
and it is plenty of fun, but it feels 
underdone. There are simply too many 
holes in developmental quality, like 
RockStar took the easy option at every 
opportunity. Thus, RDR fails to reach its 
full potential. Chris Stead 


REPLRYRBILITY: 
With an extensive 
scoresheet at the 
end of each mission, 
an enjoyable if 
simple multiplayer 
component and plenty 
of unlockables. RDR 
warrants repeat 
gaming. 


focused on shooting, although you 
do have melee attacks for unpleasant 
close encounters of the redneck kind. 

The bounty you earn from each kill is 
dependent on where you shoot them 
(i.e. head, leg, balls...), which makes 
stepping into the middle of a wild 
gunfight a frantic, but exhilarating gaming 
experience. The controls and aiming are 


URRIETY: You play 
up to six character's 
during the narrative of 
RDR. which offers nice 
gameplay variety, but 
the focus is always Red. 
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Richard Burns Rally 


DEVELOPER: SO 


PUBLISHER Atari 


CLASSIFICATION: G 


PRICE: $99.95 


hen Sir Edmund Hillary 
took his last, desperate 
step onto the peak 
of Mt. Everest he no 
doubt muttered, 'bloody hell that was 
hard'. Clearly, he hadn’t played Richard 
Burns Rally — a driving game which is so 
in love with its own difficulty it relegates 
the concept of 'fun' to little more than a 
nasty stain on the mattress. No joke, you’ll 
toil away for an hour before you can even 
string three corners together. This immoral 
passion for The Simulation' may be 
admirable to the hardened rally vet, but 
it will prevent what is otherwise a truly 
remarkable game from gaining any grip in 
the very slippery consumer market. 

And developers SCi know it. Before 
your gaming experience can truly begin 
you must complete a rigorous driving 
school aimed at setting your wheels on 
the right path — i.e. not towards the 
vegetation. This does help, but it barely 
prepares you for the rigors of a full Rally 
Season. The season takes you through six 
countries (including Australia), provides 
seven cars, pre-race shakedowns and car 
tuning, ensuring plenty of mileage for 


gamers. Further to this, you can toy with 
four difficulty and three damage modes, 
but even with these set on rookie and safe 
respectively, you will still struggle. 

Having said that, RBR isn’t just one 
great wreck seeking a large tree to cuddle 
into, it does have some shining moments. 
Glowing brighter than a thousand bare 
English asses are the actual environments, 
which are simply stunning and ultra 
realistic. From the forest plantations 
of Great Britain to the soggy jungles 
of Japan, small details such as wildlife, 
weather effects and environmental 
hazards submerge you in the experience. 

The crashes are also quite awesome, 
and frequent, as is the coexisting ability 
to call for crowd assistance when 
incapacitated. These visuals are furthered 
by some exceptional SFX, where the 
distinctive sound of metal meeting wood 
echoes chillingly in your head, often 
followed by your co-drivers scream of 
shock. If nothing else, RBR remains a 
unique genre experience. 

But just when RBR starts looking good 
again, it stalls on the genre's finer details, 
where its major competitor, Colin McRae 


SERVICE AREA: 
In the service area, you 
can conduct real-time 
damage repair or chill 
out and read the race 
news, two very cool 
additions. 


Al: RBR claims to 
have a dynamic Al 
with your competitors 
showing signs of 
pressure in their 
driving when applied. 
This is evident, but 
you will rarely be in 
a position to apply 
pressure. 



VERDICT 

Gorgeous to look at horrible to play 
with — like Paris Hilton... we're told. 

PROS The graphics are stunning, very 
cool crashes, super-realistic. 

CONS Harder than swimming the English 
channel with no arms. 



04, excels. The damage, while pretty 
to look at, fails to affect performance 
effectively, you can rarely reach top speed, 
there is no stage map, sections of track 
are noticeably repeated and hairpins are 
a horror rather than a highlight. Plus, 

RBR's genre additions feel underdone (for 
example, you can’t fast forward or rewind 
the replays). At least it provides a decent 
multiplayer mode. 

in the end, however, RDR simply 
cannot out-accelerate its difficulty. This 
is not a result of poor physics or lack of 
effort, in fact this is the most accurate 
rally Sim ever made, it's just too damn 
frustrating to enjoy. This is a monumental 
shame and it reveals the danger inherent 
when targeting the extremities of the 
Simulation/Arcade spectrum. Thus, this is 
for the seriously hardcore only. Chris Stead 
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L aw & Order II — Double or 
Nothing is a cute game based 
on channel Ten's TV show of 
the same name, allowing you 
to mix it up with the New York City 
team, detective style. 

The interface is well-designed, 
allowing you to easily travel around the 
city and visit suspects, crime labs and 
other locations touched by the hands 
of crime. The game is a mix of 2D 
screens where you're handling evidence 
and interviews or holding discussions 
with your partner and superiors. These 
conversations actually render the 
characters in respectable 3D quality, 
with passable lip synching and facial 
expressions. 

You’ll also attend autopsies, where 
you can speak to the medical examiner 
and go over the state of the body. 

You get to investigate crime scenes 
in a pseudo-3D mode, such as the 
blood-spattered interior of a car. What's 
more fun is getting to search people's 
houses and workplaces, but only after 
you've gathered enough evidence and 
witnesses’ statements to qualify for a 
warrant — just like the show. 


law & Order II — Double or nothing 

DEVELOPER Legacy Interactive I PUBLISHER: The Adventure Company I CLASSIFICATION: M I PRICE $49.95 


When you're interviewing someone, 
you get a choice of three options of 
questions to ask — just like in primary 
school multiple choice tests, two of 
the selections aren’t closely linked to 
the leads in your case. Even if you go 
down the wrong track, you're given the 
option to re-do the interview. 

Other puzzles are far more 
interesting, such as matching up 
handwriting on slices of paper that 
went through the shredder, or using 
a code-breaking program to decrypt 
a message. It is here that wannabe 
forensic scientists will go off. 

There were actually quite a few 
hints offered towards completing this 
section — it was a genuine intellectual 
challenge. Finally, if all goes well, you're 
authorised to make an arrest and you 
go through the process of presenting 
the findings of your investigation in 
court. Ed Dawson 
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VERDICT 

Double or Nothing 
is overall a well- 
presented excursion 
into the world of 
criminal investigation 
and prosecution. 
However, the game's 
performance is fairly 
sluggish when loading 
between screens. 

PROS Great likenesses 
from the show, more 
technically impressr/e 
than we expected, 
good voice acting, 
good attention to detail. 
COHS The pace of 
investigation is slow 
and less dramatic than 
on TV. Best suited to 
legal undergraduates 
and police force 
wannabes. 



L et’s be honest, Army Men 
carries a stigma of providing 
really bad games. 3DO have 
not so quietly become a 
laughing stock to gamers as they persist 
with the Army Men label. 

In terms of what has come before, 
Sarge's War is an all time unmissable 
classic, but in reality it still falls into the 
'average' category. 

As a Sergeant of the Green Army 
you once again face the Tan Army, but 
this time alone, with your squad having 
been obliterated by your long time foe. 
With a small collection of weapons 
available, you battle with awkward 
controls and a targeting system that has 
a mind of its own to charge through 
small sub-levels until you hang tight for 
numerous load screens. 

The visuals, while a marked 
improvement, are very short in the 
effects department and the sounds 
have stayed faithful to the whole idea 
of toys fighting a war. Thus, do not 
expect something in the same vein as 
Medal of Honour. 

It is easy to get the impression 
that Sarge's War is designed for a less 
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Army Mien: Sarge's LUar 


DEVELOP Global Star Software , PUBLISHER Take 2 Interactive 


CLASSIFICATION: M 


PRIC $49.95 


discerning audience than those of 
Medal of Honour too, as the missions 
are split up into several components 
that are easy to navigate. In fact, the 
mission design is very repetitive, simply 
traversing from one end of the corridor- 
styled level to the other. 

The game is polished off with 
delightful introductions to levels but 
alas it is not enough to fully shake the 
stigma that is part and parcel with the 
Army Men franchise. Andrew Bulmer 




HISTORY: The 

first Army Men game 
came out in 1998 —it 
sucked. Since then 
some 22 Army Men 
based games have 
been released on nine 
formats. They too have 
all sucked. 


VERDICT 

Nothing special but 
if you can master 
the controls It's not 
bad for some light 
no-frills action. 

PROS Endearing 
concept. Multiplayer 
mode on Xbox. 

CONS Constant 
loading. Difficult 
controls. Linear design. 


SCORE 

) 


POT 
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Smash Court Tennis Pro Tournament 2 


DEVELOPER Namco 


PUBLISHER Sony 


CLASSIFICATION: G+ 


PRICE: $99.95 


R fter seven envious months 
of watching Xbox gamers 
getting jiggy with Top Spin, 
it's time for PS2 owners to 
whip their balls out, toss them in the air 
and belt them at the nearest ball-boys. 
But it will be a disappointed crowd sitting 
in the bleachers, chugging down on 
strawberries and cream, as SCT2 isn't the 
ace-a-thon fans had hoped for. Just like 
The Scud', it looks good, has plenty of 
potential but chokes on the key points. 

Movement around the court feels 
restricted, especially on the running 
shots, and you are not given the desired 
scope when working angles. Too 
often the ball will stick to the middle 
of the court, making it hard to work 
to strategies and your shot selection 
(especially the splice), isn't distinct 
enough to make an impact on tactics. 

On top of this, the super shots, here 
called NICE, don't deliver the power 
or spectacle they should. At least the 
smashes make for an easily orchestrated 
and satisfying addition to your repertoire. 

In terms of game modes, however, 
SCT2 is on form. There are six options 
(Arcade, Exhibition, Tutorial, Pro Tour, 
Challenge, Spectator) with 17 pros 


(including Hewitt, Roddick, Clijsters 
and Kournikova — looking extremely 
recognizable) at your disposal. The Pro 
Tour is the main kahuna, allowing you 
to seal your sprite's fashion fate before 
building up their skills and climbing up 
the rankings — which in turn opens 
up bigger tournaments. However, the 
toughest career challenge is coping 
with the music — an unattractive 
mix of Eighties yachting music, 
elevator tunes and the soundtrack to 
any Ron Jeremy special. 

Music taste aside, SCT2's most 
contentious issue is the ‘turning point' 
tournament progression. Rather than 
play every game of every match, you 
are transported straight to crucial 
moments within each set, where you 
must complete a mission. For example, 
the scores may be 3-3 in the third set 
and you will be zoomed into the action 
and told to ‘win two consecutive points' 
or ‘break serve from 30-0'. Admittedly, 
it's a hell of a lot better than smashing 
through three opponents 6-0, 6-0, 6-0 
in order to reach decent competition 
(a problem that plagued Top Spin), but 
it ultimately proves frustrating. When 
you bow out of a tournament after 


TUTORIAL: A good 
place to start your 
SCT2 experience, 
this comprehensive 
training mode will 
have you fine-tuned 
for an awesome 
career by its end. 


30 minutes of gaming because the cat 
took a swipe at your eyeball on a critical 
point, it's excruciating, especially because 
you are not given an opportunity to fight 
back. Also, the missions, rather than add 
variety, simply become repetitive. 

Whatever your feelings are in regards 
to this streamlined approach, SCT2 
still fails to be a consistent product. 

Pros such as the well-implemented Al, 
use of foreign languages for foreign 
tournaments and solid animations are 
countered by poor replays, a confusing 
upgrade system and lack of online. 
Naturally, things shape up better in 
multiplayer (up to four gamers), but 
these issues transcend modes. 

Given all this, SCT2 is by no means 
unplayable. It remains an above average 
tennis simulation that will split fans 
based on whether they want to play 
their tournaments in full, or focus on 
computer generated turning points. 
However, given the extremities to which 
Top Spin took the genre, PS2 fans 
have a right to declare — “You cannot 
be serious!" Chris Stead 


VERDICT 

A serviceable tennis sim that plays 
acceptably, but doesn't quite meet 
the standards gamers have come to 
expect You can hear the screams from 
here, “Let! Fauullltttt!' 

PROS Graphically sound, ‘turning 
point' offers good genre variety. 

CONS Not enough sprite control, 
worst game music ever. 
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V ep, Van Helsing has 'franchise' 
branded across his forehead 
with all the subtlety of neon 
green packaging. This may 
sound about as appealing as applying acid 
to your genitalia, but VH isn't actually all 
that bad. High on looks and ripe of story 
it plays well for a while, but eventually key 
elements such as level design and camera 
control begin to reel it back to typical 
movie tie-in inadequacy. 

Thankfully, VH at least attempts to go 
beyond the borders of your usual genre 
fare. Genuine effort has been put into 
giving the game a visual scope to rival the 
film, with daunting, atmospheric levels, 
impressive, if diched, cut-scenes and solid 
vocal FX. The combat too is remarkably 
varied, allowing gamers to buy or find 
better weapons along their journey as well 
as learn new moves and combos. 

Despite this variety, you will often 
find yourself resorting to simple shoot- 
roll-shoot-roll tactics, which can eliminate 
most foes. You can play around with 
other abilities to keep things from getting 
repetitive, but they're rarely as efficient as 
pounding them full of lead. 'Them', by 
the way, refers to a VH's reasonably varied 
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Uan Helsing 


DEVELOPER: Saffire PUBLISHER Vivendi 


CLASSIFICATION M15+ 


PRICE: S99.95 


roster of gothic nasties, topped off by 
arcade-styled pain-in-the-ass bosses. 

So, visuals — check, combat — check, 
gameplay? Forget Frankenstein and Mr. 
Hyde, the biggest horror in this game is the 
camera, which strips away the gameplay 
like skin from a sun-drenched vampire. 
Bane of all beat’em ups, it operates 
without your control and thus, consent. 
Often your enemies will disappear from 
vision or you can't see what you need to 
— you just feel incredibly restricted. 

This makes the gameplay feel a lot more 
linear than it is, especially considering the 
level design fails to use the fixed camera to 
its advantage. At least their design allows 
for prolonged exploration, with many paths 
blocked for later investigation. 

In the end, VH is just a carbon copy of 
the film — rarely inclined to go the extra 
yard and rise above mediocrity. Instead, it's 
content to just meander within traditional 
movie tie-in aspirations. Chris Stead 



PLOT : VH the game 
offers little desert to 
the movie s main meal 
— i.e. Aussie Hugh' 
doing odd-jobs for the 
Vatican while trying to 
unravel his past. 


VERDICT 

Van Helsing acquits 
himself well and the 
game will be enjoyed 
by fans of the film. 
However he really 
doesn't do enough to 
distinguish himself 
within the genre. 
PROS Plenty of combat 
variety, decent graphics 
and rewarding bosses. 
CONS Camera lags the 
gameplay, levels too 
linear, lacks polish and 
doesn’t further story. 


SCORE 


n fighting game from Capcom 

comes as no surprise, but OBW 
brings some interesting twists 
to the genre. In addition to 
the expected head-to-head battles, the 
game engine orchestrates melee-style 
four-character contests across multi-tiered 
environments. Also, you can build up the 
skills of your champion by playing through 
the Story mode, which your fortified 
fighter can use in regular matches. The 
gameplay is 2D, of course, but it unfurls a 
compelling march down the warrior's path. 

All the key characters from the first two 
Onimushas are on hand, with 14 of them 
selectable at the get-go. Capcom promises 
a dozen hidden characters from its other 
games too, with Mega Man being the 
most tantalizing. The warrior graphics are 
sharp and accurately capture the visual 
style of the original games. 

In Story mode, you can play as villain 
or hero, depending on what fighter you'd 
like to strengthen. Each one plays through 
five compact levels set in a scenario in 
keeping with his, her, or its Onimusha 
roots. The Story mode is a cool way to 
practice and build skills at the same time, 
even if it's brief. 
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Onimusha Blade Warriors 


DEVELOPER: Capcom 


PUBLISHER: Capcom 


CLASSIFICATION: MA15+ 


PRICE: $99.95 


But if you have a four-player adapter, 
multiplayer battles are the way to go and 
multi-level swordfests are mad free-for-alls. 
Most levels consist of three playable tiers, 
which is a blast once you nail moving 
vertically. With Story mode, head-to-head 
combat, and multiplayer melees, it's like 
getting three games in one. 

The controls overall are tight with a 
crisp response. Opponents tend to swarm 
around you, and even in head-to-head 
mode, the A.I. is nimble and sneaky. 
Sometimes you're hard pressed to spin 
quickly around or counterattack after a hit. 

There are plenty of weapon skills and 
magic attacks to master. Fighting-game 
fans should have a field day figuring out 
combos for the diverse range of martial 
artis. It's going to take some serious 
play time to build up all the characters. 
Topnotch fighting games are far and few 
between, marking for a fulfilling gaming 
experience for genre fans. Atomic Dawg 



PRACTICE: You 
will need to hone your 
skills as the head- 
to-head contests are 
quite vicious. The A.I 
is bloodthirsty and 
gives no quarter: and 
the animation in this 
game is fast. 

VERDICT 

OBE would rank near 
the top of the dass 
even in the genre's 
haydey. 

PROS Sharp, responsive 
controls, good 
animations, plenty of 
longevity. 

CONS Very genre- 
spedfic, takes effort to 
unlock extra characters, 
makes you sting for 
Onimusha 3. 
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Gran Turismo 4 Prologue 



DEVELOPEI Polyphony Digital 


PUBLISHER Sony CLASSIFICATION: G 


PRICE: $69.95 


s Gran Turismo the most overrated 
series of all time or a simulation so life¬ 
like that it captures gamer's fantasies to 
the optimum rev? One thing's for sure, 
you know exactly what to expect — hot 
cars, stunning graphics and the occasional 
moment of excitement This makes this 
short, expensive teaser a bit redundant. 
With Prologue, Sony pop the bonnet on 
the upcoming gaming behemoth, giving us 
a glance at the beast within. 

Prologue showcases five tracks, 

54 cars and a driving school from the 
upcoming GT4. For the uninitiated, Gran 
Turismo aims to do for petrol-heads, what 
MS Flight Simulator does for wannabe 
pilots, but you'll often feel like you're 
watching a documentary. The gameplay 
in school mode is just tedious and you'll 
quickly move from here to the arcade 
mode where you can race circuits (see 
boxout) and get a real taste for GT4. That 
then, wraps it up. 

Admittedly, it’s far more spectacular 
than it sounds. The car physics are as 
sharp as ever and you will have plenty of 
fun testing out the different vehicles. The 
lack of damage is still a concern — how 
can a game that claims to be the ultimate 
driving simulation allow you to crack 
a barrier at 200 clicks and bounce off 
without so much as a ‘how’s your fender?' 
To counteract this, Polyphony have 
implemented a ten second penalty (50mph 
limit) for big impacts, a lame attempt to 
mimic the effects of damage — but truly, 
someone somewhere has to take their 


hand off it. You can still bump your way 
around comers and who wants to be the 
Schumacher of the dodgem world? 

But car lovers don't come to GT 
for down'n'dirty racing, they come to 
perv on vehicular beauties and prologue 
doesn’t disappoint The presentation 
is sublime and will bring gamers to 
orgasmic euphoria. The cars look great, 
the circuits superb, the SFX brilliant and 
the replays are simply wicked. Taking on 
the Grand Canyon with surround-sound 
pumped to 11 is an experience genre fans 
shouldn't miss. Add some sweet crowd 
enhancements and prologue actually 
threatens to be fun, a concept that, in a 
classical sense anyway, rarely takes top 
priority in its universe. 

That’s because 'fun' isn't the right 
word, instead it’s ‘anal’ and once you 
begin sniffing around Prologue for a 
bit, things begin to get very smelly. For 
starters, you're only getting a handful 
of tracks and with the imminent arrival 
of GT4, it will rapidly become obsolete. 
There are plenty of graphical gremlins 
requiring polish too and you can’t even 
compete against other drivers. In terms 
of GT4's position, Prologue suggests little, 
other than a better looking version of 
Gran Turismo 3. 

Could GT’s over-hyped existence be 
finally swallowed by its own pretentious 
dust cloud? We'll know for sure in a few 
months, but until then, rent this or play it 
in your local shop and then wait for the 
real thing. Chris Stead 


□l*D: Adding a little 
more credibility to 
the price tag is the 
inclusion of a DVD 
showcasing the 
making of GT4. 


EXTRR:The PAL 
release will feature 
an exclusive car. the 
BMW M5 Concept. 

Its a VI0 5L utilizing 
the 7 speed SMG 
transmission found 
in the Williams FI 
cars — that's good by 
the way. 


THE TRACKS 

Tsukuba Circuit: A simple 
tarmac circuit that quickly becomes 
boring. 

New York: Claustrophobic and 
atmospheric race through sky 
scrapers, it suffers from too many 
right-angled turns. 

Grand Canyon: Stunning rally 
circuit with breathtaking visuals 
and supreme layout — prologue's 
highlight. 

Fuji Speedway: A superior 
tarmac circuit to Tsukuba with 
good variation in altitude, speed 
and corners. 

Italy: A wonderful street circuit 
with dazzling graphics and smart, 
enjoyable design. 




VERDICT 

Prologue should only be approached 
by the super-hardcore. It's impressive 
to look at but it's nowhere near a full 
game and the price should have been 
even lower. 

PROS Solid taste of the new physics, 
impressive graphics and new tracks. 
CONS No head-to-head competition, 
fails to impress over genre competition. 
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SERIOUS snm: HEXT EnCOUnTER / HVPER STREET FIGHTER II: THE RliniUERSHRV EDITION 


5 erious? Hardly. In fact there 
are species of pigeon that 
would approach the art of 
gaming more seriously than 
Sam f but therein lies his appeal. He 
meshes the genres of Beat 'em Up and 
FPS into a Shoot 'em Up, and does so 
with the style and flair of Duke Nukem. 
Ok, so the gameplay may have the 
depth of a urinal, the graphics the 
quality of a Norwegian kebab and the 
Al the intellect of a lobotomized carrot 
— but if you approach SS in the right 
spirit, you'll actually have quite a good 
gaming experience. 

That's because everything revolves 
around killing. There’s a plot, something 
about arch nemesis Mental sending 
mutants back to Ancient Rome to 
capture a powerful artefact, but who 
cares — kill him, kill them and kill 
anyone who suggests otherwise. You 
can kill with 12 weapons, including 
homing missiles, shotties, double uzis 
and chainsaws. Plus, if you rack up 
a 20-kill combo, Sam enters a killing 
spree, where an adrenalin boost 
allows you to move faster and kill 
quicker. Don't believe me? Following 
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Serious Sam: Next Encounter 


DEVELOPER Climax Ent. 


PUBLISHER: Take 2 


CLASSIFICATION G8+ 


PRICE $49.95 


the opening mission a statistics page 
revealed 138 kills in 117 seconds — *'l 
like those odds!" And if your trigger 
finger gets a little sore, then you can 
get in a vehicle and run the punks over. 

In fact, these ‘punks' represent one 
of SS's strongest elements, an eclectic 
group of nasties that are continually 
running, flying and rolling into your 
line-of-fire. Wonderfully diverse 
and memorable they are equal parts 
suspenseful (raging bulls) and piss- 
funny (kamikaze warriors). If only this 
effort had been put into other elements 
of SS, specifically in regards to the level 
design and the narrative. Also working 
against Serious Sam is the recently 
released Armed and Dangerous, a 
quality offering with a similar vibe. Still 
Serious Sam veterans will be happy 
with the slight tweaks in controls and 
gameplay and revel in a shoot-first 
think-not-at-all kill-a-thon. Chris Stead 



mULTIPtflVER: 

SS has four thoroughly 
enjoyable multiplayer 
modes, including co-op 
and hold the flag. 


VERDICT 

B-grade gaming at 
its best. It's good 
fun while it lasts and 
ships at a reasonable 
price — just make 
sure your brain is in 
neutral. 

PROS Nice range of 
enemies and plenty 
of laughs. 138 kills in 
117 seconds. 

CONS Armed and 
Dangerous is better. 
Graphics, level design 
and plot poor. 



E very gamer on the planet 

needs a copy of Street Fighter 
II in their collection. It should 
be made law and enforced by 
policemen in M. Bison costumes. 

If you don’t have it, or have 
never played it, then this "Anniversary 
Edition" would be a fine place 
to start. 

Fans of the series should note that 
the game comes with the Street Fighter 
animated movie as an option in the 
‘‘gallery" — a nice little bonus. 

It has been compressed heavily 
to fit on the DVD disc, but it’s still 
entirely watchable and a fun break from 
wrestling with the control pad. 

Hyper Street Fighter II is essentially 
a compilation of all the classic Street 
Fighter games. 

Yep, the full cast of characters is 
here, plus you can elect to use them 
in their varying incarnations — that 
is the Turbo, Super Turbo, Super, 
Championship and normal character 
versions. That's a lot of variation. 

This way fans can put together 
previously impossible match-ups and 
live out their Street Fighter fantasies, 


P52 


Hyper Street Fighter II: 
The Rrmiuersary Edition 


DEVELOPER Capcom PUBLISHER: Capcom CLASSIFICATION: Ml 5+ 


PRICE: $79.95 


such as Chun Li from the first 
Street Fighter II versus Super Turbo 
Chun Li. 

All the expected game modes are 
here, from Arcade to Vs and Training, so 
there's nothing really new to get excited 
about, but that's hardly the point is it? 
This is Street Fighter II in all its original 
glory, what more do you need to know? 
Essential gaming. Eliot Fish 





Bonus 

COHTEnT: If you 
really feel like it. you 
can even watch the 
Staff Credits from 
every one of the Street 
Fighter II games in the 
Gallery mode! Phew! 


VERDICT 

Fighting game fans 
should make space 
on the shelves 
immediately. This is 
the ultimate Street 
Fighter II package. 
PROS Its Street Fighter. 
CONS Colours seem a 
little washed out but 
otherwise... 
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The Legend of Zelda: 
Four Swords Rduentures 


DEVELOPER Nintendo 


PUBLISHER: Nintendo 


CLASSIFICATION: C8 


PRICE: TBC 


L ooking for a reason to drag out all 
those link cables you bought for 
Final Fantasy: Crystal Chronicles? 
You should check out The Legend 
of Zelda: Four Swords Adventures, a weird, 
cool party/puzzle/adventure game that's 
much more entertaining and creative 
than a GameCube update of a Game Boy 
Advance mini-game has any right to be. 

Before you get any wrong ideas, Four 
Swords Adventures is not a Zelda game in 
the traditional sense. There's no vast world 
to explore, no giant inventory of tools and 
talismans to collect and manage, no epic 
adventure to be had — in other words, it's 
not Wind Waker 2. It's also not a remake of 
the SNES game A Link to the Past; it simply 
borrows graphics, sounds, and control 
mechanics from that classic (and now 
obviously dated) game. Nintendo built all 
these areas and levels entirely from scratch. 

Instead, Four Swords Adventures is a 
sort of series of "miniature'' Zelda games: 
self-contained, dungeon-sized puzzles 


of varying degrees of brain-bustery. The 
game's first hook is that there are four 
Links on screen at once, and all four must 
actively participate in the solution to each 
level dungeon by stomping on blocks in 
tandem, being in the right cave at the 
right time, working together to pick up 
gigantic boulders, that sort of thing. The 
second hook is that whenever Link enters 
a building, cave, or hole, he goes into the 
Game Boy Advance, where he finds tools 
and treasure, and brings them back into 
the GameCube world. While either idea 
would be merely gimmicky on its own, 
the two concepts together make for some 
really imaginative, inspired, and brain¬ 
melting puzzles — and not just your typical 
dungeon stuff either. More than once, the 
game has you solving convoluted mysteries 
that involve almost no combat and lots of 
thinking in ways you've never really had to 
think before. 

While you can control all four Links 
with one player (the left shoulder button 


PROTIP: You can 
still play solo without 
any GBAs — a GBA 
“window" appears 
on the screen. A nice 
feature: once you start 
a game, you can save, 
quit, and continue 
later with a different 
number of players. 




puts them in four different formations) 
and beat the game that way, Four Swords 
Adventures is definitely best enjoyed with 
at least one other person — the more the 
merrier. There's a lot to be said for sitting 
on a couch coordinating your plan (all 
right, who’s carrying the hammer?) while 
secretly trying to figure out ways to get 
more Force Gems than your friends in the 
process. In addition to the main quest, 
there are also a good number of wacky 
Link party games: some dumb (Epona 
racing), some uproariously magical (Cucco 
collecting), some lying somewhere in 
between (variations of tag that are good 
with four players but bad with two). Be 
warned, though: While the one-player 
game can be played without a Game Boy 
Advance, you’ll need a Game Boy Advance 
and a link cable for each person involved if 
you want to play multiplayer. 

While it's a stretch to count Four 
Swords Adventures as a full part of the 
Zelda canon, it’s still a unique, fun, and 
well-conceived game. It’s not necessarily 
a reason to go out and buy a bunch of 
Game Boy Advances and link cables, but 
it's definitely a reason to get them out of 
the closet again. Star Dingo 


VERDICT 

Unique and fun to play, this will keep 
GameCube owners with GBAs and 
friends quite happy 

PROS Fun with a friend or friends; nice 
mix of combat and puzzles 
CONS You’ll need a few GBAs and link 
cables to make the most of this. 
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UFC: 5UDDEM imPRCT / RIDIMG SPIRITS II 



s anyone else expecting James Caan 
to be an unlockable character? Well 
perhaps not but Ultimate Fighting 
Championship certainly proves a real 
dilemma for ethicists; the old ethos of do 
no harm versus freedom of actions. 

For those of you unfamiliar with UFC 
the basic goal is to beat the hell out of 
your opponent by any means necessary. 
UFC2 gives you three modes in which to 
'unleash the fury' upon your opponent; 
tournament, arcade or championship. 
Within these you have the different 
weight divisions and a wide selection of 
real fighters to choose from. While each 
mode has its subtle differences, win a 
tournament as opposed to winning a 


P52 


UFC: 5udden Impact 


EVELOPER: Opus | PUBLISHER: Take 2 Interactive | CLASSIFICATIC M 


PRICE: $49.95 


championship, the mechanics are the 
same — step into the ring and beat the 
hell out your opponent. 

While you will see no technical 
improvement from the original UFC in 
terms of visuals or sound a strong focus 
has been put on the fighting. Fighters 
now have different attacks based on 
your opponents distance and you can do 
damage in a greater variety of ways. By 
pinning an opponent against the wall you 
can not only cause damage but limit their 
mobility and hence their ability to counter 
your onslaught of attacks. 

UFC2 is a game for fans of the 
fighting genre. It’s not about juggling or 
special attacks but about mastering the 
different fighting techniques available and 
the different moves each character has 
for each situation. Unfortunately, many 
aspects of the game show no progress, 
but what has improved is the games 
defining aspect, fighting. Andrew Bulmer 



LEGEND mODE: 
Finding things a 
little too easy? If you 
complete the standard 
Championship Mode, it 
will unlock the Legend 
Mode for that specific 
character. 

VERDICT 

One for fight fans 
willing to put the 
effort in to master the 
techniques the game 
has to offer. 

PROS Deep fight 
system. Lots of 
fighters. Different 
fight styles. 

CONS An ethical 
dilemma. Frustrating 
for casual fans. Lacks 
appeal for repeat 
gaming. 


SCORE 

) 


o.C 



T he PS2 doesn't really have 
that many motorbike racers, 
but Riding Spirits II isn't about 
to come along and claim the 
throne. If anything, Riding Spirits II is 
impenetrably realistic. That is to say, it's 
a deep simulation with all the fiddly bits 
bike nuts will drool over, but most people 
will be left bewildered, if not bored. 

A lot of the boredom may come 
with the presentation, as Riding Spirits II 
doesn't offer any of the glitz or glamour 
of the Moto GP series, nor does it have 
the kind of in-game graphics that will 
convince you the game is as realistic as 
the bike handling promises to be. 

In the career option, you get to create 
your biker's look, choose your sponsors, 
and then head out on the circuit. Much 
like games such as Sega GT, you have prize 
money to spend on new bikes by visiting 
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Riding Spirits II 


DEVELOPER: Spike PUBLISHER: Capcom 


CLASSIFICATION: 


G 


PRICE: $99.95 


the manufacturer anywhere in the world, 
and perusing the hot bikes they have 
on offer (yes, all the real ones are here). 
Then you take your bike with you on your 
career, and even buy a few more along the 
way when you want to stay competitive. 

There are plenty of incentives, such 
as "prizes’' that can be acquired if you 
finish first in special races, but the game 
on the whole is too dry to interest gamers 
looking for a racing thrill. Eliot Fish 





PROTIP: You may not 
want to. but it's essential 
to go through the tutorial 
so you understand just 
how seriously to take 
the racing. This ain't no 
arcade game. 


VERDICT 

A hardcore sim for 
those that care more 
about compression 
damping and fork 
projection than 
anything else. 

PROS Very 

configurable, extensive 
career, tutorials and 
lots of bikes. 

CONS Looks ugly and 
it's harshly realistic 
— expect to crash with 
even the tiniest nudge. 


SCORE 
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The X-Files: Resist or Serue 


DEVELOPER Black 


Ops 


PUBLISHER: Vivendi 


CLASSIFICATION: M 


PRICE: $49.95 


m any X-philes believe 
the shows creators 
should have hung 
up their FBI badges 
at the end of the 7th series, which saw 
the progressive phasing out of David 
Duchovny. Yet devotees hung on anyway 
till the 9th and final series of what was 
one of the most watched TV shows 


GOSSIP: There's talk 
of a second X-Files 
movie. Creator Chris 
Carter has written the 
script and Duchovny 
and Anderson are 
apparently keen to 
reprise their roles of 
Mulder and Scully. It's 
now up to the money 
men at Fox... 


during the 90s. In this time there has 
only been one licensed game based on 
the series, and perhaps with good reason, 
as it was atrocious. This time around the 


shows creators have worked closely with 
developer Blacks Ops on what is their 
first foray into the horror/survival genre. 

Penned by the series writer, Resist or 
Serve plays out as three entirely fresh, 
yet interwoven episodes that take place 
in the middle of the TV show's seventh 


series. In typical X-File conspiracy filled 
fashion, what starts out as a small town 
hunt for two young sisters accused of 
witchcraft, twists and turns into a full 
scale operation in preventing the alien 
colonisation of Earth. 


The start of the game offers the 
choice of taking control of either FBI 
agent, where playing Mulder the action 


focuses more on combat, while playing 
as Scully the emphasis is more on puzzle 
solving. In any case, through gameplay 
the characters meet up (as they inevitably 
do on the tv show), and even cover 
sections of the game together, with the 
computer handling your partner. 

In controlling the agents, the game 
mechanics have borrowed heavily from 
the Resident Evil and Silent Hill games, 
which is both a blessing and pain. 

While it's familiar turf, there are no real 
improvements or innovations to what 
is more often than not a struggle with 
cumbersome controls and awkward 
camera angles. 

Although, as with the classics in this 
genre, the atmosphere comes first and so 
long as that's solid, the rest is workable, 
and Black Ops have done a stellar job 
of capturing the feel of the TV series, 
through constant X-Files references, 
and recognisable settings that fans will 
appreciate. 

Both Agents have a firearm and torch 
at the ready, but may also swap to other 
weapons and objects as they become 
available. When faced with an enemy, 
there is the option for basic melee at 


close range, or using a weapon from a 
safer distance, though ammunition is 
scarce, and the games auto targeting 
leaves a lot to be desired. 

Along with the two main stars, other 
original cast members lent their voices 
and likenesses for the game, adding 
further to the games authentic mix of 
sounds and music. 

While Resist or Serve is little more 
than a rehashed game concept, it still 
achieves where others have failed, that is 
staying true to the franchise. Only fans 
need apply. Mike Wilcox 

VERDICT 

At a budget price, X-philes will have 
no trouble soaking up every drop of 
corny one-liners and new conspiracy 
theories, however comparisons to 
more superior titles in this genre are 
unavoidable. 

PROS The tone, tension, and atmosphere 
of the TV series have been delivered 
better than in most games to be inspired 
by the small screen. 

CONS Aside from the X-Files license 
there is little that isn't already on offer 
elsewhere, and executed better. 
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WRV OF THE 5RIT1URRI 2 / CORDETTE 



f you were ever a fan of Shenmue, 
then you'll likely have the patient 
nature needed for a non-linear 
action adventure such as Way of 
the Samurai 2. After creating the look of 
your "homeless" Samurai, you're then 
plunked into the middle of Amahara, a 
town in Feudal Japan, and literally left 
to your own devices. This is because the 
game plays out over a number of days, 
with each day broken up into small parts 
such as Early Morning, Afternoon, Late 
Evening and so on — but what you do 
within those periods of time is purely 
up to you. Get a job to earn some cash 
(such as looking for missing persons or 
kidnapped babies), chat to the villagers 
and form relationships, and eventually 
you’ll be leaving a lasting impression on 
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W ay of the Samurai 2 


DEVELOPER: Acquire 


PUBLISHER: Capcom 


CLASSIFICATION: MAI5+ 


PRICE $99.95 


Amahara. Draw your sword in the street, 
and people will run from you in fear; eat 
at a restaurant and refuse to pay and 
future visits will result in you being chased 
out of the establishment. 

The cool thing is that the game never 
plays the same way twice, because even 
the dialogue choices you select can 
alter the outcome of the main story. Be 
petulant and rude, or helpful and kind 
— the choice is yours, but there are 
consequences for your actions. 

The sword fighting is satisfying, with 
a number of parrys, side-steps, throws 
and deadly Samurai moves. There's a bit 
of a problem with choosing your target 
though, and because of the way the game 
allows you to be good or evil, sometimes 
you'll find yourself making an aggressor 
out of the person you were trying to help. 
Despite a few mission bugs (pay me, damn 
you!) this is a nice change of pace from the 
usual action poop. Eliot Fish 



PROTIP: Make 
sure you visit the Dojo 
and speak to every 
one of the students for 
instructions on how to 
fight properly. 


VERDICT 

Immerse yourself In 
the virtual life of a 
wandering Samurai 
and help save a small 
town from thuggery. 
Unique. 

PROS Satisfying slicing 
and dicing, amusing 
characters, lots of 
replay value. 

CONS Slow pace, 
bugs in the jobs 
system and combat, 
terrible American 
voice acting. 


SCORE 




R acing games have a tendency 
to be boring at the best of 
times, and unless there’s a 
certain level of pizzazz, sexy 
realism or jaw-dropping visuals, it can 
be hard to get noticed. Corvette is a 
low-budget title, there seems to be no 
mistaking it, and for it to exist alongside 
the likes of Midnight Club II, Gran 
Turismo 3 (and soon 4), Burnout 2... 
well the list could go on, but the point 
is that there's just nothing memorable 
or special about Corvette to help it 
compete with such heavyweights. 

Worse still, other than a car, four 
wheels and seat, most of the basic 
elements needed for a good racing 
game are just not here. 
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Corvette 


DEVELOPER Steel Monkeys 


PUBLISHER: Global Star Software 


CLASSIFICATION: 


G 


PRICE $49.95 


The concept for the game is a 
celebration of 50 years of the Corvette, 
allowing gamers to race everything 
from the models of ’53 through to the 
latest 405 horsepower Z06. There are 
numerous game modes, including a 
robust career, arcade, quick race, special 
challenges and endurance races. 

Sadly, the physics and car handling 
are so basic and unrealistic, that all the 
racing in the game feels like the same 
long stretch of tedium. 

The Al opponents also have a 
tendency to race in a pack, and there 
seems to be some obvious "catch-up” 
which makes them slow down so you 
can pass them and win. 

The graphics also have that blurry, 
vasoline-over-the-television-screen look 
that is kind of attractive at first, until 
you realise it’s hiding some really 
boring architecture and simplistic 
car models. Eliot Fish 



PROTIP: For the 
sake of your own 
mental health, turn the 
horrendous music off. 
Even the deaf would 
be well advised should 
anything manage to 
seep through. 


VERDICT 

You’d have to be 
completely obsessed 
with the Corvette 
to even think about 
throwing down cold 
hard cash on this one. 
PROS Reminds you 
of the Prince song, 
which was good. 

CONS Poor car 
handling, unrealistic 
Al. dreadful loading 
times. 
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Perimeter 


DEVELOPEF KD-LAB /1C Company 


PUBLISHER: Codemasters I CLASSIFICATION: M 


PRICE: $79.95 


elcome to the extreme 
future. Space travel, 
Nanotech and Warp 
Gates are kid’s stuff. 
Space exploration is a basic job role you'd 
find going at the local Centrelink, Earth 
has become uninhabitable and humanity 
has split off into weird cult-like factions. 
Since then, we’ve been spreading with 
fervour through the galaxy, like a horde of 
space-going, zero-gee rabbits. 

You are the Legate — a kind of brainy 
"Governor General” of new planet 
colonies, charged with planning and 
directing operations. You lead from your 
primary structure, called the Frame — 
essentially a glassy and metallic Caesar’s 
Palace. It's a flying, man-made pyramid 
from which you and your kooky cohorts 
dominate and control your foes. 

Which involves a lot of digging. You 
see, your all-important resource gatherers 
and buildings can only be constructed 
on levelled ground. Your basic craft, 
the "Brigadiers” handle digging. They'll 
send out little probe-digging droids that 
flatten all the areas you specify, collecting 
and depositing dirt and rock from other 


locations, creating tiny craters and dirt 
piles all over the landscape where they've 
been quarrying. 

This creates the signature "wow” 
effect in Perimeter — the animated view 
of the 3D landscape eroding, materialising 
and flattening before your eyes. With 
Bump Mapping highlighting everything, 
you get to see these deliciously shadowed 
cracks, rivulets, undulations and craters 
in the ground, (this also means Perimeter 
won’t run on older video cards — check 
the requirements). 

Your colony in Perimeter runs off one 
resource only — energy. All tasks and 
constructions require energy, which is 
collected over time by your fragile power 
nodes. Each one adds to the overall power 
generation, but also requires a radius of 
perfectly flat ground to operate. Naturally, 
you’ll need to terraform some territory 
to build them. Which costs energy. The 
game becomes a feverish balancing act, 
cycling between terraforming, expansion, 
offence and defence. 

Perimeter is both fast and slow. Your 
forces scale directly with your resources, 
which can make them frighteningly 



PROTIP: 

Your Digger drones 
suffer from a bit 
of attention deficit 
disorder when they've 
got a massive area 
to maintain. If they're 
unresponsive, try 
reducing the area 
you've designated 
for terraforming, and 
deselecting areas that 
have already been 
flattened. 


massive. However, certain things are still 
limited. You’ve only got five digging units, 
which also serve as your construction 
units. They can only play one role at a 
time, with a significant time delay required 
to shift mode. This limits the rate of your 
expansion. You must choose an optimal 
digger/constructor ratio and keep a 
careful eye on all things. 

There’s quite a few twists to Perimeter. 
Each power station needs to be connected 
to the grid — sections can be cut off and 
even stolen by your enemies. You can 
activate a glowing energy field around 
your base at any time. All combat units 
can be effortlessly morphed from snipers 
into flying gunships and then into tanks. 
There’s many varied opportunities to fool 
your opponents and spring devastating 
surprises on them. Ed Dawson 




PROTIP: You can beat the Al by squashing 
them into the wall. Expand gradually, balance your 
forces and defences, then crowd your foes. Build 
a line of power stations right up to their doorstep 
and construct a wall of artillery and rocket 
launchers. Adios. muchachos. 


VERDICT 

Perimeter is a real step forward for 
RTS games — reminiscent of the 
classic Total Annihilation simply 
because of its genuine genre 
innovations. Recommended. 

PROS Feverishly intense, clever gameplay. 
Outstanding use of bump mapping. 

CONS Won’t run on older video cards, 
several prominent bugs. 
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COmBflT ELITE: LULUII PRRRTROOPER5 


G ames based on World War 
II just keep on coming. 
Combat Elite: WWII 
Paratroopers uses the 
acclaimed Snowblind Studios engine 
(used previously for Baldur's Gate: Dark 
Alliance and Champions of Norrath) in a 
top-down shooter set during the Allied 
invasion of Nazi occupied Europe. 

The overhead view is problematic 
in that you don't feel immersed in the 
action, but if you can overcome this 
obstacle you may have some fun. 

At the beginning, you choose from 
one of three paratroopers, each with 
different skill sets, and as you complete 
missions you will be promoted and be 
able to customize your soldier with new 
skills and abilities. 

These range from weapon 
proficiencies, to stealth ability and 
hand-to-hand combat skill. Travelling 
throughout France, Holland and 
Belgium, players contend with German 
forces inside battle-ravaged cities as 
well as paddocks and forests, in the 
hope of preventing the Nazis from 


P52 | Xbox 


Combat Elite: LULUII Paratroopers 


DEVELOPER BattleBorne Entertainment PUBLISHER: Acclaim CLASSIFICATION M PRICE S69.95 


developing the atomic bomb. US 
developer Battleborne Entertainment 
aimed for historical accuracy and there's 
a large pile of accurate weapons and 
equipment to use. 

Some of WWII's deadliest 
skirmishes are also recreated, including 
Operation Market Garden and the 
D-Day invasion. Both the PS2 and 
Xbox versions include two-player same 
screen co-operative play, and having a 
bash with a mate is probably the best 
way to play. 

Playing on your own, Combat Elite 
is a bit of a chore. There are three 
difficulty settings and three characters 
to play with, but the action feels dated 
thanks to the overhead view and unless 
you are a mad WWII buff there are 
plenty of better action shooters out 
there. Stuart Clarke 



VERDICT 

The overhead view 
doesn't bring home 
the visceral thrill of 
a war game like it 
should. 

PROS Nice sound, 
decent graphics. 

CONS Targeting, 

Can’t zoom in doser 
to the action. 


SCORE 



TAKE YOUR TYRANNY TO 
<t _ A NEW PLACE. 


‘Thrones and Patriots’ is the new expansion pack to Rise of Nations. Six new nations, five new military units, three new wonders and 
countless new opportunities to inflict your tyranny as you strive for world domination. now Irom all PC game retailers. 


itudios 


© 2004 Big Huge Games, Inc. All rights reserved. Big Huge Games, Microsoft, the Microsoft Game Studios logo and Rise of Nations 
are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries, mesojwi 




























I GROUHD COMTROL 2: OPERATIOI1 EXODUS 



Ground Control II: Operation Exodus 


DEVELOP: Massive Entertainment 


PUBLISHER Sierra 


CLASSIFICATION M 


PRICE: $89.95 


T aking place on a planet besieged 
from orbit, Ground Control II is 
a dramatic space opera whereby 
two human forces and a race of 
kooky aliens called the Virons clash in a 
futuristic ground battle. 

Ground Control II looks extremely 
nice. Gazing into space, vast celestial 
objects loom like heavenly visions. Wispy 
clouds drift through the afternoon sky. 
Water shows reflections of celestial 
rings that surround the planet, tiny 
dancing sparks rippling over the waves. 
Zooming in, everything is highly detailed. 
Eating areas have plastic chairs and 
tables scattered about. Miniature signs 
advertise local businesses that existed 
before the war. Even basic soldiers have 
excellent models and advanced lighting 
like self-shadowing. Flocks of birds sail 
over burning wreckage and battered 
husks of destroyed buildings. Massive 
Entertainment have really succeeded in 
creating a convincing image of a planet 
under siege. 

Launching in the shadow of the 
outstanding Perimeter, Ground Control 
II ought to be facing extremely stiff 
competition. But in truth, it is a very 


different game. Ground Control is also a 
RTS title, but with a very concentrated 
focus on combat and tactics. Resource 
management is kept to an absolute 
minimum, which makes the experience 
a lot more like a thinking man's action 
game than a cerebral leviathan like 
Perimeter. 

Having said that, Ground Control 
II is a lot of fun. You've got a great 
free-floating camera, which allows you 
to "fly" your viewpoint around close to 
the ground, zoom right in on battles, and 
check the line-of-sight between certain 
units — a key element of Ground Control. 

Vision is important. The entire 
environment is considered "fogged”, 
unless you have active sentries patrolling 
it, which need a direct line-of-sight to 
locate and fire on foes. However, you 
can see all environment features and 
objectives at all times. It's just the lethal, 
killing, mobile military units that are 
invisible. 

All action in Ground Control II rotates 
around seizing and controlling particular 
Landing Zones and Victory Locations. 
Controlling each one adds to your 
Acquisition Points, which periodically 


PRDTIP: 

Combat Engineer 
units are worth their 
weight in gold. When 
you’ve got limited 
Acquisition Points 
for reinforcements. 
Combat Engineers 
allow you to maintain 
a tiny force through 
many encounters, by 
repairing your units 
after every battle. 


PROTIP: 

Your Dropship is an 
excellent offensive 
weapon. With quite 
a long range attack, 
it can quickly reduce 
many types of 
ground units to dust. 
Especially early in the 
game, it can be used 
to multiply your force's 
offensive ability. Don’t 
let it die. though 
— rebuilding it takes 
forever. 



allow you to deliver load of units in 
your Dropship. 

Acquisition Points can also be spent 
on upgrading your Dropship, or calling in 
airstrikes and smokescreens. This periodic 
reinforcement creates a controlled pace, 
where careful placement and direction 
of your units is rewarded. Because you 
can’t immediately create new units, 
tactics such as rushes have the ability to 
succeed. Games can be rapidly won in 
the beginning, if assaults are carried 
out decisively. 

Aggression in Ground Control II is 
definitely rewarded. However, along 
with this, the tactical elements mean 
you can set up fearsome ambushes for 
your foes — every unit has a specific 
facing direction that you choose, which 
directly influences their responsiveness 
and reaction in combat. You can even 
order squads to retreat backwards, 
allowing them to face their weapons and 
strongest armour toward the enemy as 
they move. It’s this exciting focus on the 
combat details that sets Ground Control 
apart. Ed Dawson 


VERDICT 

Ground Control II is a great looking, 
exciting RTS with a strong tactical 
element It doesn’t redefine the genre, 
but it's fun to play nonetheless. 

PROS This is a tactics-focused RTS. 
Stealth, traps and ambushes work 
to better effect than in many other 
RTS games. 

CONS A few pathfinding bugs are an 
irritating reminder of the old-school 
RTS lineage. 
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WRRL0RD5 BHTTLECRV III / BEVOHD DlUIMjTV 


I arlords Battlecry is a 
I well-respected series 
^ of RTS games that 
have evolved parallel 
with Blizzard's Warcraft. 

The two games share similarities, 
although with the release of 
Warcraft III, the two games came 
closer together than ever before. 
Whatever the origins, Warlords Battlecry 
certainly has some original twists of 
its own that make it appealing as a 
stand-alone product. 

Warlords is similar to Warcraft, 
you've got your heroes who accumulate 
experience, you're constructing 
buildings, mining for gold, producing 
archers and swordsmen. However, 
Warlords takes many more steps along 
the RPG track, adding many, many 
options and attributes beyond the basics 
which can be selectively improved as 
you level up. 

You can advance your character's 
leadership, adding to the size of your 
retinue, and set one of fifteen different 
combat “attitudes'' for your soldiers. 
Warlords has a great territorial aspect, 
where your hero has to spend time 


LUarlords Battlecry II 

II 

DEVELOPER: Infinite Interactive 

PUBLISHER Enlight Interactive 

CLASSIFICATION: M 

PRICE $69.95 


"converting'' structures such as gold 
mines that you discover in enemy 
territory. 

There are three new races, the 
Saurians who are a bunch of lizards, 
the Scartauri who are scorpion-people 
and the Plaguelords, swampy infectious 
characters who serve some enigmatic 
“Dark Horseman”. 

In campaign mode, you also get 
to explore a map, travelling between 
locations where you have a number 
of expedition options such as “Raid a 
Village", or "Lizard Hunt". This variety 
and wide selection of scenarios is 
fun, as well as allowing you to re-do 
easier battles to level up your hero and 
servants. 

Overall, Battlecry III is a deep 
alternative for those who like their 
fantasy in strategy games to be 
heady, lush and steeped with detail. 

Ed Dawson 



VERDICT 

With a strong legacy, 
BattJeoy 3 doesn't 
disappoint it's a very 
viable alternative to the 
bigger" strategy titles 
out there. 

PROS Great 
presentation, many 
options, unique form 
of RTS paradigm. 
CONS No spectacular 
advances from earlier 
Battlecry games. Story 
is decidedly peculiar. 
Random appearances 
of a Tyrannosaurus 
Rex. 





t's touted as the "Diablo killer", 
and sure enough, it is. But there 
wasn't exactly much to kill in the 
first place. Diablo brought the RPG 
genre to the masses by simplifying the 
dynamics to one mouse-dick, and many 
old-school RPG veterans puked at the 
sight of it. Beyond Divinity is similar in 
the respect that it's a fast-paced real-time 
RPG, and easy to get into. The major 
difference is that Beyond Divinity has a 
tad more depth, and so-called "infinite" 
replayability due to the randomly 
generated 'Battlefields' concept. 

'Battlefields' is an in-game spell 
which allows travel between dimensions, 
separate from the main quest, at any 
moment. The idea is to use this to gain 


Beyond Diuinity 


DEVELOPEI Laran Studios I PUBLISHED Quality Value Software 


CLASSIFICATION MAI5+ 


PRICE: $69.95 


items and levels that can be carried back 
to the original dimension. The main failing 
of Battlefields is its utter blandness, yet 
despite the claim that the main quest can 
be completed without it, it's incredibly 
difficult to continue the game without 
leveling-up there. 

Tougher combat moments are handled 
vaguely like Knights of the Old Republic, 
with the pause button being used 
frequently to co-ordinate attacks. The rest 
of the time it's just one click, one kill. 

Also, it would be criminal not to 
mention the occasionally appalling and 
even laughable dialogue and voice-overs 
that confuse the boundaries between 
spoof and seriousness. This is a major flaw 
that ruins the 'other-world' element so 
crucial to RPGs. 

Beyond Divinity does manage to 
capture the addictive qualities of RPGs 
nonetheless, and Diablo addicts will 
appreciate its similar style. David Kvasnicka 


VERDICT 

A good effort but 
a little short on 
innovation. Better 
than Diablo, though. 

PROS Some good 
ideas. Brilliant 
musical score. 

CONS Laughable 
voice-overs. Obvious 
seams in game-world. 


SCORE 

I HWB 

i 
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CHERTS, TRICKS, 5ECRET5 


God Mode, All Weapons, All Levels, Unlimited Ammo, Big Head Mode and more! We have all 
the cheats and tips you're ever going to need for every game you will ever play. Game on! 



Full Spectrum Warrior 


■R At the main menu, select Extra Content, and then select Cheat Codes. 

“i On the cheat entry screen, enter the following codes to unlock the 
corresponding cheats. If you entered the code correctly, you'll automatically return 
to the Extras screen. 

Army Training Mode: HA2P1PY9TUR5TLE. 

Big Head Mode: NICKWEST. 

Realistic Damage: SWEDISHARMY. 

Unlimited Ammo: MERCENARIES. 


True Crime: Streets of L.R 


B At the start of the game, enter 
these codes as your number plate 
to get the desired result: 

Zombie: J1MM. 

Glowing Tattoo Chick: TATS. 

Pimp: PIMP. 

Biker Dude: HAWG. 

A Donkey that's Blindfolded 
& Smoking: JASS. 

A Bald Dude with Tattoos: MNKY. 

That Big Black Lady 
Who's our Boss: B1G1. 

The Chick Partner ROSA. 


M3 The Chick Partner in Lingerie: HURT. 
Fat Black Guy: TFAN. 

That Old Cop that Talks 
The Whole Game: FATT. 

Dude All Covered with Blood: PHAM. 
Some Dude: HARA. 

Some Boxer Dude: BRUZ. 

Some Pimped Out Lookin' Dude: MRFU. 
A Chewy Looking Homeless Guy: BOOZ. 
A SWAT Team Dude: 5WAT. 

Cop with Shades: FUZZ. 

Dude in a Ski Mask: M1K3. 


The Buffering 


The following codes can be entered during gameplay: 
Grenades: Hold LT + RT + X and press - Right, Right, 
Right, Left, Left, Left, A. 

Increase Negative Karma: Hold LT + RT + X and press - Left, 
Left, Down, Up, A. 

Molotovs: Hold LT + RT + X and press - Down, Down, 
Down, Up, Up, Up, A. 

Refill Current Gun Ammo: Hold LT + RT + X and press 

- Right, Right, Down, Up, Left, Right, Left, Left, A. 

Refill Throw Weapon Ammo: Hold LT + RT + X and press 

- Left, Left, Up, Down, Right, Left, Right, Right, A. 

Suicide: Hold LT + RT + X and press - Down, Down, Down, 
Down, A. 



Firmed and Dangerous 


Head for the code menu. Once there you can input 
your desired cheats: 

Level Warp: Y. White, Black, LT, A, RT, RT, Y. 

Cod Mode: Y, A, B, X, B, A, A, LT. 

Invincibility: X, X, X, R, A, LT, LT, Y. 

Infinite Ammo: A, LT, LT, Black, B, White, LT, LT. 

Restore Health: X, RT, A, Y, Black, B, A, RT. 

Restore Ammo: Black, B, A, RT, RT, A, LT, Black. 

View Movies: A, Y, A, Y, Black, RT, A, Y. 

Big Head Mode: LT, Black, B, White, White. B, Black, LT. 
Big Hand Mode: RT, White, X, LT, White, RT, RT, Y. 

Big Feet Mode: RT, White, Y, A, LT, B, White, X. 

Topsy Turvy Mode: Y, A, B, B, A, B, White, White. 
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Serious Sam: Next Encounter 


K3 How do I Unlock...? 

wSM m Ancient Rome — Praetorian Camp : Get 3 

Gold Medals. 

Ancient Rome — Forum Romanum: Get 5 Gold Medals. 
Ancient Rome — Forum of Trajan: Get 7 Gold Medals. 
Ancient Rome — Addressing the Senate: Get 9 Gold Medals. 
Ancient Rome — Caesar's Sanctum: Get 12 Gold Medals. 
Feudal China — Silk Road: Get 15 Gold Medals. 

Feudal China — Gate of Supreme Harmony: Get 18 Medals. 
Legendary Atlantis — Steam Tower: Get 22 Gold Medals. 
Legendary Atlantis — Geothermal Tunnels: Get 24 Gold Medals. 
Legendary Atlantis — Corridors of Power. Get 26 Gold Medals. 
The Gallery: Get 31 Gold Medals. 

Extra Levels: On the Main Level select screen, press X. 


Painkiller 


Hitman: Contracts 


Shrek 2 


■RJ Unlock New Weapons. 

Complete the following missions with a Silent 
Assassin rank to receive the desired weapon: 

Mission 1: CZ 2000 Dual Pistols. 

Mission 2: Micro Uzi Dual Submachine Guns. 

Mission 3: Silverballer Silenced Dual Pistols. 

Mission 4: Magnum 500 Dual Pistols. 

Mission 5: Sawed-Off Shotgun (Dual). 

Mission 6: M4 Carbine Silenced Assault Rifle. 

Mission 7: SG220 Dual Pistols. 

Mission 8: MP5 Silenced Submachine Gun. 

Mission 9: AK 74 Silenced Assault Rifle. 

Mission 10 : GK 17 Dual Pistols. 

Mission 11 : Micro Uzi Silenced Dual Submachine Guns. 
Mission 12 : PGM Silenced Sniper Rifle. 

Mini Gun. 

The mini gun can be found with a patient in Mission 1, 
behind locked doors in the basement. However, to get the 
keycard to open these doors, you must play Mission 9. In 
this level, on Lee Hong's second floor desk you'll find the 
'Orthmeyer's Keycard’, which will unlock the Mission 1 door. 

Resurrection. 

When you enter the black and white death sequence, nail 
four head-shots on four different enemies in a row and you 
will be revived. 

Unlock All Levels. 

At the main menu, press: X, A, A, O, Left, Up, 

Right, L2, R2. 


□ The following codes can be entered at the console: 

Give All Weapons: PKWEAPONS. 

Give Full Ammo and Health: PKPOWER. 

Give Full Ammo: PKAMMO. 

Give Gold: PKGOLD. 

Toggle 'god mode': PKGOD. 

Toggle 'haste': PKHASTE. 

Toggle 'bodies will never disappear': PKKEEPBODIES. 

Toggle 'decals will never disappear': PKKEEPDECALS. 

Toggle 'demon morph': PKDEMON. 

Toggle 'enemies get 1 health point': PKWEAKENEMIES. 
Toggle 'excessive gibbage': PKALWAYSGIB. 

Toggle 'weapon modifier mode': PKWEAPONMODIFIER. 
Toggle 'weapon specular' (Press 1 or 0): WEAPONSPECULAR. 


The following cheats can by entered in Scrapbook via the in-game menu. 
You must save the page once the cheat has been entered: 

Unlock Levels: Left, Up, X, O, Left, Up, X, O, Left, Up, X, O, Up, Up, Up, Up, Up. 
(Then head to Chapter Select) 

Unlock Bonus Games: Left, Up, X, O, Left, Up, X, O, Left, Up, X, O, □, O, □, O, □, 
O. (Then head to Bonus) 


The following cheats can by entered in Scrapbook via the in-game menu. 
You must save the page once the cheat has been entered: 

Unlock Levels: Left, Up, X, A, Left, Up, X, A, Left, Up, X, A, Up, Up, Up, Up, Up. 
(Then head to Chapter Select) 

Unlock Bonus Games: Left, Up, X, A, Left, Up, X, A, Left, Up, X, A, Y, A, Y, A, Y, A. 
(Then head to Bonus) 


The following cheats can by entered in Scrapbook via the in-game menu. 
You must save the page once the cheat has been entered: 

Unlock Levels: Left, Up, A, X, Left, Up, A, X, Left, Up, A, X, Up, Up, Up, Up, Up. 
(Then head to Chapter Select) 

Unlock Bonus Games: Left, Up, A, X, Left, Up, A, X, Left, Up, A. X, Y, X, Y, X, Y, X. 
(Then head to Bonus) 
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Cricket 2004 



Fight Flight 2004 


K71 *1 The following cheats can be entered at the 'My Corner' menu: 

EH i Unlock All Venues: Left, Left, Left Right, Right, Right, Left, Right, Right. 
Big Heads: Left, Right, Left, Right, Left, Right, Left. 

Midget Mode: Left, Right, Left, Right, Left. 

How do I unlock Special Punches? 

Look Ma No Hands Punch: Defeat Roy Jones Jr. 

Watch the Birdie: Defeat Bernard Hopkins. 

Bolo Punch: Defeat Ray Leonard. 

Lunging Hook Special Punch: Defeat Evander Holyfield. 

Ducking Hook Punch: Defeat Muhammad AN. 


Counter-Strike: Condition Zero 


During gameplay, press and type “sv_cheats 1 ” and then type “restart" to 
enable cheats. When the mission restarts press and enter the desired code: 


God Mode: god. 

Flight Mode: fly. 

Free Movement: nodip. 

Become Invisible: notarget. 

Kill All Bots: bot_kill. 

All Bots Freeze: bot_stop 1. 

All Bots Unfreeze: bot_stop 0. 
Teammates Follows Orders: bot_allow_ 
rogues 0. 


Set Bot Skill Level (number 0-3): 
bot_difficulty #. 

Restart Map: restart. 

List All Maps: maps *. 

Change Map: changelevel. 

All Deleted Scenes Missions: 
djevellocks 16382. 

Spawn Item (items list below): give ?. 


Item names: 

weapon_ak47, weapon_aug, weapon_awp, weapon_deagle, weapon_elite, 
weapon_famas, weapon_fiveseven, weapon_g3sg1, weapon_glock18, weapon_m3, 
weapon_m4a1, weapon_mac10, weapon_mp5navy, weapon_p228, weapon_p90, 
weapon_scout, weapon_sg550, weapon_sg552, weapon_tmp, weapon_ump45, 
weapon_usp, weapon_xm1014. 


Kick Arse Batsmen. 

Head to the 'Inside EA Sports' menu option and then 
press: R2,0, L2, R1, Select. This will enable your batsman to 
hit nothing but fours and sixes. 


Yu-Gi-Oh: World 
Championship 
Tournament 2004 


■CT All Cards. 

First you must defeat everyone in the game twenty 
times. Then go to the selection menu and press - L, R, Select, 
A, B, Left, Right, Up, Down, Start. 

How do I unlock...? 

Unrestricted Cards: Complete the game at 100% by 
collecting all cards. 

Play as Joey Wheeler You must defeat Yami Marik twenty 
times and Joey Wheeler ten times. You will not be able to 
duel him if you have a Jinzo in your deck. 

Permanently Unlock Duelists. 

Some duelists have requirements that must be constantly met 
or they will vanish from the selection screen. If you defeat 
these duelists ten times, they will be permanently selectable. 


Far Cry 


H The following cheats can be entered 
after pressing 

Invulnerability: god_mode_count=1. 

All Weapons: give_all_weapons=1. 

Ammo Full: give_all_ammo=1. 

Level Warp: map x. (where *x' can be - archive, boat, 
bunker, carrier, catacombs, control, cooler, dam, factory, 
fort, pier, rebellion, regulator, research, river, steam, swamp, 
training, treehouse or volcano). 
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1080° Flualanche 


Enter the following words as codes: 

Novice Avalanche Challenge: JAS3IKRR. 

Hard Avalanche Challenge: 2AUNIKFS. 

Expert Avalanche Challenge: EATFIKRM. 

Extreme Avalanche Challenge: 9AWIKNY. 

How do I unlock...? 

Ghost Character Tap the c-stick down twice while playing. 

Crime Scene Board: Get two Time Trial Coins with Tara. 

Mr. Beake's Board: Win two trophies in gate challenge mode. 

GCN Board: Get two Time Trial Coins with Rob. 

Once Bitten Board: Get two Time Trial Coins with Akari. 

Scaretactix Board: Get two Time Trial Coins with Kemen. 

Winterborn Board: Get two Time Trial Coins with Ricky. 

DNA Board: Get five Time Trial Coins with Tara. 

Happiness Board: Get five Time Trial Coins with Akari. 

Mind Invasion Board: Get five Time Trial Coins with Ricky. 

Broken Forest Board: Get five Time Trial Coins with Rob. 

Cold Front Board: Get five Time Trial Coins with Kemen. 

8-Bit Soul Board: Get nine Time Trial Coins with Ricky. 

Backbone Board: Get nine Time Trial Coins with Tara. 

Bad Cat Board: Get nine Time Trial Coins with Akari. 

Pulse Board: Get nine Time Trial Coins with Kemen. 

Conquest Board: Get nine Time Trial Coins with Rob. 

Alternate Boards: Get eighteen Time Trail Coins to unlock alternative designs. 
Old School Board: Wn six trophies in Gate Challenge mode. 

Power Painter Board: Wn nine trophies in Gate Challenge mode. 

NST 1080 Avalanche Board: Win fifteen trophies in Gate Challenge mode. 
Alternate Costumes: Complete the Hard Challenge. 


Transformers 


The following codes can be entered at the Difficulty Select screen: 
Turbo Mode: LI, R2, R2, □, LI. 

Big Head Mode: Press: O, O, O, □, LI, LI, LI, L2. 

Alaska Level Complete: R1,0, R1. □, Left, Left, Right, Left. 

Deep Amazon Level Complete: Press: Left, Right, Left, Left, Right, R1, R2,0. 
Earth Level Complete: R2, R1, LI, L2, □, O, □, O. 

Mid Atlantic Level Complete: O, □, O, □, Right, Left, Left, Right. 

Starship Level Complete: Left, Left, Right. O O, Right, Right, Left 


The Simpsons: Road Rage 


Enter the following name lists as passwords: 

All Cars, Levels and Bonuses: Maggie, Willy, Bart, Chief Wiggum, Apu, 
Moe, Krusty, Barney. 

All Characters: Bart, Bart, Lisa, Lisa, Marge. Marge, Barney, Barney. 


Syphon Filter: 

The Omega Strain 


0 How do I Unlock...? 

When you obtain each of the following rankings, you 
will unlock the corresponding weapon: 

Deputy Chief of Operations: AU300 H-BAR. 

Field Officer AU300 Mod-SMG. 

Intelligence Agent: Combat Shotgun. 

Investigative Agent: G-17. 

Chief of Operations: GAWS 12 GA. 

Field Research Specialist: Jerico-41. 

Investigative Officer Ml 6 A1. 

Intelligence Supervisor Ml6 A2. 

Intelligence Officer Ml911 A1. 

Investigative Operations Commander M4. 

Investigative Supervisor: M4 Carbine. 

Investigative Research Specialist MAK-10 10mm. 

Field Supervisor: Mark 23. 

Commander in Chief: Mark 23 SD. 

Field Operations Commander: ShotHammer. 

Field Analyst Specialist: Slug Defender. 

Assistant Chief of Operations: SlugHammer. 

Intelligence Analyst Specialist: SP-57. 

Investigative Analyst Specialist: SSG 550. 

Intelligence Operation Commander: Stawa M70 B1. 


ITIario Golf: Toadstool Tour 


To enter the following cheats, hold Z and press 
start at the title screen. Then proceed to 'Password 
tournament and enter the desired code: 

Camp Hyrule Tournament: 0EKW5G7U. 

Hollywood Video Tournament: BJGQBULZ. 

Mario Open Tournament: GGAA241H. 

Target Bullseye Tournament: CEUFPXJ1. 

Hole-ln-One Tournament: This will unlock automatically. 


Replay a Poor Hole. 

When playing in a tournament, you can restart a hole 
following a barrage of poor hits/puts. To do this, save the 
game before you finish the hole then load it back up. You 
will begin back at the tee, a nice way to collect Birdie Badges 
and win tournaments. 
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Your online PC gaming needs are covered with news, patches and mods. 



HOT PATCHES & DOWNLOADS 

GOOGLE AT WILL, COMMANDER! 

Alien Swarm mod (UT2004) -alienswarm_v1 zip 
Thief 3 demo -t3_demo_uk.exe 

The Matrix Online gameplay trailer -mxo_trailer Irg.wmv 
Evil Genius trailer -evil_genius.wmv 
V8 Supercars 2 patch vl.2 -rd2v12upgrade.zip 
Battlefield Vietnam patch vl.01 -battlefield vietnam_patch_ 
v1.01.exe 

Unreal Tournament 2004 patch v3204 -ut2004- 
winpatch3204.exe 

Half-Life Rally update vl.O - vl 1 -hlr-b10-11.exe 
Painkiller patch vl.15 -painkiller_update_v1 15.exe 


MOD CORNER: 


ALIEN SWARM (UT 2004] 


Alien Swarm is a brilliant and original mod for UT2004, based 
on the Aliens universe. Instead of capitalising on UT2004's 
excellent FPS capabilities, Alien Swarm employs an overhead- 
view interface where you control a marine (and marines) 
against hordes of Al aliens. 

Alien Swarm offers a decent single-player experience, but 
multiplayer is where it starts to rock. It’s a cooperative-only 
affair, where you and other players team up to achieve different 
objectives. Each player has different abilities (such as hacking, 
explosives, etc), so there’s more than one way to complete a 
mission. Australian servers are already up, so check it out! 

If you have problems with the installation file, check the 
official website: http://www.blackcatgames.com/swarm. DK 


Spectating - 


w 

r —in 


World of Warcraft 


DEVELOPER Blizzard 


PUBLISHER: Blizzard 


RELEASE DATE: Q4 2004 


K nowing that World of Warcraft is on its 
way is like knowing that Peter Jackson 
is about to do the next Star Wars movie: 

You know it’s going to be awesome, but 
you're not sure exactly what to expect. After 
a few hours (all right, a lot of hours) spent 
playing WOW, it's pretty clear that Blizzard's 
putting as much care into this as it does just 
about every other game it makes. 

Blizzard made a gutsy move with its 
beta: It removed the NDA (nondisclosure 
agreement) early on, enabling players to 
talk freely about the still unfinished game 
they were playing. It's pretty clear why 
Blizzard did that, though, because the game 
is already frightfully stable and polished. At 
press time, we could play only the Alliance 
races (humans, dwarves, night elves, and 
gnomes), and just that slice of the world 
was wonderful and new. Not only does 
WOW feature an art design philosophy 
that makes other MMOs look like they had 
no art design philosophy, but WOW also 
claims one of the most user-friendly quest 
systems in the business. For the first eight 
or nine levels, you will almost always have a 
quest to do, giving you a focus as you learn 
the ropes. Meanwhile, the graphics drip 
with personality, and the game world seems 
more lush and cool than just about any 
MMO world out there. 


While awesome in so many ways, 
the WOW beta disappoints in a few. The 



game ignores some of the advances other 
games have made in the genre, such as 
locked encounters and measures to control 
spawn camping. While downtime in WOW 
is almost nonexistent (health and energy 
regenerate quickly between combats), you'll 
still find yourself camping and competing 
with other players for valuable quest 
monsters. Also somewhat disappointing is 
the apparent lack of variety among members 
of the same class, and because Alliance and 
Horde characters cannot group together, 
the game's eight races practically dwindle 
to four with the other four races essentially 
off-limits. 

That said, WOW commands 
attention from AAMO fans and rewards 
them with a rich and stylish game 
experience. Even though it's still in beta, 
it's frighteningly fun and addictive. It will 
be interesting to see what happens when it 
launches for real sometime later in the year. 
Dun jin Master 
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EuerQuest 1 

1 

DEVELOPER Sony Online Entertainment 

PUBLISHER: Sony Online Entertainment 

RELEASE DATE Late 2004 



eeing EverQuest II for the first time at 
last year's E3 was a revelation, but some 
questions nagged us: Could an MMORPG 
really look that good? Could Sony Online 
really remove itself from the established 
weirdness of EverQuest to produce 
something that's not only different but also 
better? 

We played EQII at the EverQuest Fan 
Faire in Las Vegas in front of a crowd of 
jealous, plotting EverQuest fans. Despite 
the fact that we got in for free and the Faire 
attendees paid tons of money to be there, 
we had a good, solid four hours or so with 
the game, and with some exceptions, it's 
fair to say that the answers to the above 
questions are in the affirmative. 

Working under the belief that MMOs 
had to be graphically simpler than the average 
contemporary single-player game, EQII players 
will find their expectations trounced in the 
first moments of the game. The early version 
included a ship-board tutorial that not only 
introduced the basic concepts of the game 
(how to speak to NPCs, buy things from 
merchants, and kill monsters and take their 


stuff) but also the cool graphical tricks EQII's 
designers are using. 

Besides the sweet graphical look, the 
game itself is actually quite different from 
the EQ some of you know and love. 
Emphasis is now on small encounters rather 
than huge raids, and once you engage 
an enemy, you're locked into that fight 
until one of you dies. No one can attack 
your foe unless you call for help, but in 
doing so, you surrender any reward for 
the fight in exchange for an increased 
chance of survival. This keeps kill-stealing 
to a minimum while also emphasizing 
pre-encounter preparedness — magic users 
can no longer sit and regain mana during a 
combat so they have to fight smarter while 
the battles are going on. In the version we 
played, there were a few snags. Low frame 
rates made the game chunky when tons of 
characters were around, and on some PCs, 
the visual options had to be rolled back 
quite a bit, even with 512 MB of RAM. Still, 
those are the things developers fix last, so 
you can expect the game to perform better 
when it launches late 2004. Dunjin Master 
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R olling onto the Xbox Live service at the moment are some very nice 
new titles. V8 Supercars 2, sequel to the original top ten hit, has 
arrived at store shelves and impacted Xbox Live with a blast. With 
realistic motion blur and a smooth 60 frames per second, no doubt 
this game will rock the Xbox Live competitive space. For a slightly different kind 
of petrol-powered entertainment, the much anticipated Rallisport Challenge 2 
has also launched, bringing the popular dirt-flinging racer to Xbox Live also. 

GamePro tracked down Nick Segger, product marketing manager, to find 
out about life behind the Xbox Live scene, "Some days we are working with 
ISPs, such as BigPond, to brainstorm ideas for competitions," he said. "Other 
times I get to meet with some of Australia's biggest celebrities through our 
involvement with the Game With Fame sessions, such as the one we recently 
held with Spiderbait's Kram." 

DOWNLOAD CENTRAL 

■ New maps, new planes and a new game type called "Chicken Pox" are 
available for Crimson Skies. 

■ Paris Booster Pack available for Project Gotham Racing 2. Features eight 


CHANGING OF THE GUARD? 

The SOCOM games have kept a ruthless dictatorship over the pointy end of the 
PS2’s online 3rd-person action charts, but things look set for a shakedown with 
the release of Syphon Filter: The Omega Strain. As we pointed out in our review 
last issue, the game's online component allows you and three mates to tackle the 
rather difficult Al in co-op — an extremely enjoyable affair. Gamers are already 
readying dans and you should keep an eye on our forums and email updates for 
announcements regarding tourneys once the game is released on July 15th. 

THE GOSS 

■ Two big name releases will have found their way onto the PS2 Network 
by the time you read this; Serious Sam: Next Encounter and Splinter Cell: 
Pandora Tomorrow. Check out the review for the former on page 91. 

■ The upcoming Star Wars Battlefront (due in Q3 2004) has been confirmed 
as having PS2 Network compatibility. Given that the game makes use of 
the famous Digital Illusions Battlefield 1942 engine, this is something to 
definitely look forward to. 


new cars and seven new tracks. 

■ New Map available for Tom Clancy's Rainbow Six 3, called the Meat Factory. 

■ Links 2004 gamers can download the North Course at Arizona's award¬ 
winning Dove Mountain golf resort, The Gallery. 


CLAN FOCUS 


SYNjyr.OTT 


VIRTUAL V8 CHAMPIONSHIP 

Members of GameArena have begun a V8 Supercars 2 championship which 
will run through the whole year in conjunction with the real deal. To enter 
head to http://games.bigpond.com/v8supercars, it's free and the next 
round, Hidden Valley, will run from the 29th June to the 18th July. Here are 
the results for the first two round — how would you have fared? 


One of Australia's biggest SOCOM Clans, they’re major claim to fame is a 2nd 
place at the SCA 2004 Clan Comp. That result is something they are planning 
to go one up on, in SOCOM II events. Having been represented by over 24 
gamers in its time, it is not only one of the largest dans, but also one of the most 
professional —just check out their website (http://www.thesyndicate-au.cjb.net/) 



Round 1 — Barbagello 

Round 2 — Adelaide 



Player Name 

Score 

Player Name 

Score 

1 . 

WHEELSTAND 

00:43.514 

1 . 

Sp33dSteR 

01:10.638 


1. 

Hazza 

2482 

1 . 

DEVIL RACER 

19705600 

2. 

nickwen 

00:43.583 

2. 

parro 

01:10.733 


2. 

Birds Eye 

2480 

2. 

Wormius 

9526100 

3. 

Gandalf Greyham 00:43.587 

3. 

BRETTO 79 

01:10.891 


3. 

MissingTwoLims 

2301 

3. 

Quinny 

7991500 

4. 

BRETTO 79 

00:43.764 

4. 

Good Thing 

01:10.924 


4. 

JuSt ShOoT Me 

2241 

4. 

MAZBLO 

5968000 

5. 

KAHNAGE 

00:43.822 

5. 

Gandalf Greyham 

01:10.942 


5. 

X STATIC 

2181 

5. 

CPQ 

2970000 

6. 

AUSSIE TIGER 

00:43.865 

6. 

standard shade 

01:10.974 


6. 

Soarer 

2176 

6. 

Giovanni 

2543650 

7. 

standard shade 

00:43.903 

7. 

KAHNAGE 

01:11.105 


7 

BIGREX 

2150 

7. 

GONKIE 

1877600 

8. 

weddboy 

00:43.913 

8. 

WHEELSTAND 

01:11.110 


8. 

RoadRager 

2132 

8. 

DANBLO 

1575350 

9. 

HeLLfienD 

00:44.083 

9. 

nickwen 

01:11.647 


9. 

DaPunisha 

2108 

9. 

sickaussie 

1491900 

10. 

drollphoenix 

00:44.090 

10. 

HeLLfienD 

01:11.707 


10. 

KTX 

2087 

10. 

MAJACKX 

1305650 


SOCOM II 


Destruction Derby Arenas 
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It helped us all 

>: c « •& 

— My family talked through their problems 


- We got in touch with a counsellor 


* 


* 


Mum then read a NAPCAN brochure on domestic violence 


it *v 2> 


it 'V 



I became withdrawn 


*v S* *v * 


I 


K, 

m 
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Then I couldn’t sleep 


n* * \y 




—When I was 7 I saw my mum beaten by my dad 



Why you should donate to NAPCAN. 
A step-by-step guide. 


LV Si *V > 


»> 5 »v > »> H *v 


To help children grow with love and care, NAPCAN publish much-needed brochures on topics as diverse as 
alternatives to hitting children, learning tips and simply how to be a good parent. However, as we currently 
distribute over two million free brochures and posters every year, we are in urgent 
need of funds. Please, make a donation today at www.napcan.org.au or call 1800 126 456. 

www.napcan.org.au 


-- . 

NAPCAN 


National Association for Prevention of Child Abuse and Neglect. 



www.gamepro.com.au 
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PREVIEWS 

REVIEWS 

CHEATS 

STRATEGIES 

FORUMS 



POLLS 

SCREENSHOTS 
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KEEP UP LUITH THE GRITIE 

www.gamepro.com.au 


E-MAIL ALERTS 

You can have the 
latest news, reviews 
and previews e-mailed 
straight to your 
in-box twice a week 
— sign up now at 
www.gamepro.com.au 


Between issues of the magazine, Australian OamePro's 
website is all you need to stay in touch with the 
fast-moving world of computer and video games. 

All systems are covered — PC, PlayStation2, Xbox, 
GameCube, Game Boy Advance, N-Gage, Sony PSP 
and Nintendo DS. 
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It ain't kid's stuff. ( ^7 








jr? 


N * 


FILMDUDMUSIC 


. 



KIRSTEN DUI1ST 


Playing Peter Parkers love interest Mary-Jane in the first 
Spider-Man film made Kirsten Dunst an international star. The 
sequel will no doubt raise her profile even higher, but she still has 
time to chat about super powers and dating a gamer. 


QUESTION: Were you a big Spider-Man 
fan before auditioning for the movie? 
KIRSTEN DUNST: I have always known 
about Spider-Man. I think he is probably 
one of the most well-known characters 
in the world. I had heard of comic book 
based movies before, one opportunity had 
even come up for me before Spider-Man, 
but this was the project I was the most 
attracted to. When I heard about 
Spider-Man, I knew that the movie 
would be more than just special effects. 
Spider-Man has a real story with good 
relationships all taking place in this 
fantastic world I was just drawn to the 
real obligations of their relationships. 

Q: If you could have a super power what 
would it be? 

KD: I know this sounds so cheesy but, I’d 
like to have the power to have peace in 
the world, to get a new president, and 
you know...to have power to have guns 
destroyed. No guns, and no war allowed... 

Q: Spider-Man, Batman, Superman and the 
Hulk in a room... who makes the tea? 

KD: Who makes the tea? I would say 
Batman would make the tea because he 
has Alfred, his own personal butler who 
would prepare it for everyone. Spider-Man 
wouldn't make tea; he would grab a soda. 
The Hulk can't even pick up a teacup, let 
alone make tea for everyone and pour it. 
Batman, because of his wealthy upbringing, 
seems like the kind of man might drink 
tea. Oh, I forgot Superman. No, Superman 
wouldn't make the tea. 


watch a Lakers basketball game and eat 
unhealthy things than watching someone 
play a videogame. I am not a huge 
videogame fan, but I can see how it's fun 
and relaxing to some people. 

Q: Do you think games are encroaching 
on movie territory, and will the day come 
where games have a bigger role in society 
than movies? 

KD: No, I don't think so. Very few 
videogames move people quite like movies 
do. I have never come across a videogame 
that's made me laugh or cry. OK, maybe 
it can be funny, but you know, it's not like 
real people or anything like that. So, I can’t 
imagine videogames playing a bigger role 
in society than movies. 

Q: Can you envision a day when 3D 
rendered actors get the best movie roles 
and actors end up doing voice-overs? 

KD: Wow, if that ever comes to that point, 

I would be out of a job wouldn't I? Why 
would people want to see 3D rendered 
actors instead of actual people? It wouldn't 
surprise me if that happened occasionally, 
its just like animation, but I wouldn't want 
to do the voiceover. 

Q: What do you have in common with 
Mary-Jane? 

KD: All of the characters I play in movies 
have some characteristic or emotion that 
makes me what to portray the character. 
With Mary-Jane, its hard to pinpoint 
exactly what that is, but when I read the 
script, I kind of related to her sadness. 
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Q: Are you afraid of spiders? 

KD: Actually, I was watching Fear Factor 
with my friend the other night where they 
put tarantulas all over a woman locked in a 
box. I would never do that It was horrible 
just to watch. I don’t know how she could 
sit in a box with tons of spiders all over her. 
But, if I see a spider crawling in the house, I 
wouldn't kill it or anything. 


Q: What's your favorite game or type of 
videogame? 

KD: I really liked Donkey Kong and 
Pac-Man when I was younger. 


Q: Have you ever dated a game junkie? 
KD: I dated a guy who liked videogames 
a little too much once, yes. He was very 
child-like, so.... I would rather go and 







II 


IME 




CiriEFILE 


By Michaela Boland 

The Cannes Film Festival always 
delivers a bewildering crush of 
movies. As usual Hollywood took 
centre stage at the event in May, 
with the big studios trumpeting their 
current releases, from Troy to Shrek 
2. As some wondered how such 
mainstream fare, a plodding epic 
and an animated sequel found their 
way into the incredibly prestigious 
official competition section, others 
bemoaned the predictability of a 
program featuring Cannes stalwarts 
Olivier Assayas, Wong Kar-wai, 
Jean-Luc Godard and 
Pedro Almodovar. 

From the jury lead by Quentin 
Tarantino, Fahrenheit 9/11 was a 
woeful choice as Best Film. The 
young star of Japanese movie 
Nobody Knows, Yagira Yuuya, 
won the best actor trophy. He did 
deliver a fine performance but 
Geoffrey Rush's infinitely superior 
and more complex portrayal of 
Peter Sellers in the marvelous The 
Life and Death of Peter Sellers 
should have won. 


Melbournites can make up their 
own minds at the Melbourne 
International Film Festival from 
July 21 where over two dozen 
Cannes films will screen. Brisbane 
is also in festival mode late July 
through August but expect 
a smaller, more experimental 
adventure there. 


Worth noting the rise and rise of 
Eric Bana who stole the spotlight 
from Brad Pitt in Troy and has now 
become only the second Australian 
actor to be cast by Steven Spielberg 
in a lead role. 

Odd given the huge number 
of Aussies working in the top 
echelons of Hollywood that the 
town's top director has only 
previously cast Frances O’Connor 
in a lead (in the mis-fired sci-fi 
A.I.). Bana will headline the as-yet 
untitled drama about the 1972 
Munich Olympics, shooting in 
Europe this summer. 





I, ROBOT 

Director Alex Proyas 

Stars Will Smith, Bridget Moynahan 

This looks like a cross between Steven Spielberg's maligned A.I. and Minority Report but in the hands of 
Aussie director, Alex Proyas, I, Robot turns out to be so much more. After all, this is the guy who gave us 
Dark City - the film many consider to be the precursor to The Matrix series. This time, Proyas and A Beautiful 
Mind's writer Akiva Goldsman and Final Fantasy's Jeff Vintar adapt a story from sci-fi legend, Isaac Asimov. 

Thirty years from now. robots are everyday assistants for humans, used in all manner of tasks, even though 
their power to overwhelm the human race is not far from the surface. Not all humans particularly like it, 
Chicago Police Detective Del Spooner (Will Smith) being one of them. 

Unfortunately, he's assigned to a murder investigation, in which a NS-5 robot called Sonny is implicated. 

If the robot was the murderer though, the Laws of Robotics would have been violated and the human race 
might just be in for some big trouble. Spooner's on the case, with the aid of psychologist, Dr. Susan Calvin 
(Coyote Ugly's Moynahan), who specializes in the psyches of robots. 

At its heart, I, Robot is a stock standard murder investigation film with the required action elements. 

But in the hands of Proyas, it looks something much, much more with its sleek futuristic world (including an 
incredible futuristic Audi), robots that look incredibly real and, of course, the Big Willy in the lead role. 

Smith could have been the film's burden considering the Fresh Prince vibe he gave to the trailer but it’s 
not the idiotic comedy it might have been with him in the lead. This is slick sci-fi and one of the surprises 
of the season. 
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Director Sam Raimi 

Stars Tobey Maguire, Kirsten Dunst, Alfred Molina 
What do you give the comic book film that seemingly had everything? 
Well, they can make the flying Spidey look a little less like he's in a game 
for a start. And director Sam Raimi has managed just that for this sequel 
which has improved CGI and effects. Raimi also adds a new nemesis that 
doesn't look as silly nor play it as cheesy as the Green Goblin, Dr. Otto 
Octavius or the many-tentacled, Doc Ock (British actor Alfred Molina). 
Raimi's expertise with character development makes this one not only an 
improvement on the original but one that will leave all the other comic 
book wannabes swinging aimlessly in its slipstream. 


Director Isabel Coixet 

Stars Sarah Polley, Scott Speedman, Mark Ruffalo, Deborah Harry 
This is an intimate, indie-style film but it packs a huge punch, largely 
because lead actress Sarah Polley is so good. She plays a 23-year-old who 
is diagnosed with cancer and given a few weeks to live. Rather than rail 
against it, she tells no one, makes a list of things she wants to do before 
dying and works her way methodically through it. Blondie's Deborah Harry 
is a revelation as her mother. 


FRHREHHEIT 9/11 


Director Michael Moore 

Michael Moore is a genius at publicising films — if only he was as good at 
making them. This hugely-anticipated anti-Iraq War and anti-Bush treatise 
is chronically flawed. As a documentary that claims to show facts it is 
incredibly one-sided; as a piece of entertainment it doesn't work either. 

In making the case that George Bush is incompetent and his reason for 
attacking Iraq is to avenge his father, Moore reveals some very interesting facts. 
But for anyone who has been following the debate and appreciates its delicate 
twists and nuances, Moore's in-your-face style is offensively simplistic. 


spiDER-mnn 


ITIV LIFE WITHOUT IT1E 


Films by Michaela Boland 




THE LRDYKILLER5 


Director Ethan and Joel Coen 

Stars Tom Hanks, Irma P. Hall, Marlon Wayans 

You've got to love the Coen brothers, creators of everything from 

Raising Arizona and Fargo to Intolerable Cruelty. But with that love must 

come patience, typified in their latest black comedy, The Ladykillers, 

a reinterpretation of the 1955 British comedy. Hanks is the enigmatic 

Professor G.H. Dorr, who befriends an elderly southern matron (a 

fantastic Hall) while assembling a motley crew to rob a nearby casino. It 

begins a little obtusely with many odd characters but eventually gathers 

a head of steam for its glorious comic finale. Though many won't have 

the patience to sift through the moments and make it to the end. 
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STRR WARS TRILOGV 


Release: September 22nd 
RRP: TBC 
Rating: PC 
Distributor Fox 

Since the initial emergence of DVD more than 
eight years ago, fans have dreamed of just one 
movie trilogy being transferred onto the exciting 
new format. In September that dream is finally going to be realised... Star Wars will be 
hitting DVD in a juggernaut release from Fox, as a four-disc set that includes a bonus disc 
filled with all-new special features — including the most comprehensive feature-length 
documentary ever produced about the Star Wars saga and never-before-seen footage from 
the making of all three films. 

Each of the three films in the trilogy (A New Hope. Empire Strikes Back, Return of the Jedi) 
has been digitally restored and re-mastered by THX for the ultimate sound and picture 
quality. Yep, this is every fan boy’s dream come true. Given that Lucasarts have had so 
many years to pull this project together, it's almost that certain that this will be one of the 
greatest examples of DVD authoring in the history of the format. Order your box set now! 


112 : AUSTRALIAN GAMEPRO 










□ncE upon r TimE in mExico 


Volcano High is part of a growing library of Asian cinema 
releases being distributed by Madman Entertainment. For enthusiasts of 
manga, comics, or action-packed movies, these films are unique gems of 
viewing pleasure. Suited more to younger viweres, Volcano High is a great 
production showcasing stunning special effects & action scenes. The story tells 
of Kyeong-Soo, a seemingly hopeless student, transferred to Volcano High — a 
school for only the most supematurally gifted martial arts pupils. When rival 
school groups vie for possession of an ancient manuscript that will give them 
'ultimate power', a group of elite 'super teachers' aim to regain control — any 
way they can. Check out Volcano High if you're into wire-fu (and lots of it), as 
well as crazy Dragon Ball Z style action mixed with screwy Asian humour! 


turn 

DVDs by Nino K 


uolcriio high 


Release: JUN 25th 
RRP: $32.95 
Rating: M 

Distributor AV Channel/Madman 



Release: Now 
RRP: TBC 
Rating: MAI 5+ 

Distributor COLUMBIA 

Director Robert Rodriguez's long-awaited follow-up to 
zaratw-— Desperado is the epic final chapter in his El Mariachi/ 

Desperado trilogy. With Antonio Banderas, Salma Hayek and a killer performance 
from Johnny Depp, Once Upon A Time In Mexico is hot, sexy, savage and funny. 
Described as an "over-the-top opera of action mayhem”, some of gun fights are 
simply hilarious to watch. Think someone doing aerial gymnastics while loading 
and shooting multiple targets, and you'll start to understand what this flick is 
about Lots of action for the boys. Oh, and there’s heaps here for the girls too. 
Apart from Johnny & Antonio, there's even a small role played by heart-throb 
Enrique Iglesias himself! Yep, there's something for everyone. 


THE CRT 111 THE HRT 

Release: August 4th 
RRP: TBC 
Rating: PG 
Distributor. Universal 

The Cat in the Hat was very badly received when it 
opened in cinemas across the world. Trying to follow the 
same classic formula as Jim Carrey’s The Grinch’, The Cat in the Hat just 
doesn’t quite manage to succeed. The movie is way too silly and child-like 
for adults to enjoy, but at the same time, it's way too crude and vulgar for 
children as well. So it never quite seems to find its niche. Having said that, 
the sets are elaborate and colourful (just like a storybook come to life), and 
some of the visual effects are great. And then of course, there's Mike Myers 
who is pretty good value in any comedy role that he takes on. There's even 
hints of some of his Austin Powers characters intertwined within his Dr Suess 
performance, so if you’re a fan of that stuff, you'll probably find some good 
entertainment here. If you loved the Grinch and would like to see something 
sort of along the same lines then check out the Cat! 



STAR TREK UOYRGER SERSOII 2 

Release: July 8th 
RRP: $149.95 
Rating: TBC 
Distributor Paramount 

Trekkies have a lot to be happy about as the entire Star Trek franchise 
swiftly makes its way onto DVD. All of the motion pictures are now 
available, from 1 right through to 10. We've also had the Next Generation 
TV series, as well as Deep Space Nine being released in ongoing season 
box sets. Now it's Voyager's turn, with Season 2 just being released in a 
magnificent box set. This chapter focuses on the continuing Kazon threat 
to the Voyager crew, but also dwells on the everyday rigours of life in 
the Delta quadrant. By the end of the season, the crew's morale is at an 
all time low.... it is a trying time for Janeway's team. There's a heap of 
bonus material and documentaries, enough to keep any seasoned Trekkie 
filled with joy. Now the only thing left to do is sit back and wait for future 
episodes when Jeri Ryan (Seven of Nine) joins the crew! 



RURS SEASON 2 

Release: July 7th 
RRP: $94.95 
Rating: TBC 

Distributor Buena Vista 



The second season of Alias 
makes for an outstanding 
boxset If you've never followed Alias on TV, then 
this is your chance to get into it Every episode 
is almost a ‘movie quality’ production, following 
the adventures of Sydney Bristow as she leads the 
exciting life of a kick-ass secret agent Think James 
Bond, but with a lot more substance (and much 
better looks). The second season contains many 
exciting episodes, during which Sydney comes 
face to face with the mother of all secret agents 
— her own mother! The boxset contains all of 
the episodes, plus a whole host of bonus material 
including deleted scenes, bloopers, TV spots, and 
the making of the video game. 




AUSTRALIAN GAMEPRO : 113 









<L*vO 


POLYPHONICS Zr WALLPAPCRS ONLY S4SO 


KAf/eOFTHeMONTM 


54 . stak’d otherwise Nokia 
7650 Yow phone must be 
;amer w-ll also charge you 
brte's instructor is regarding 


Java Games ava> .it>!o for the fottow:ng handsuts un 
3100. 3200 3650 5100 6100 6610 6600 7210. 725 
GPRS o» WAP enabled to receive Java Games You 
Ihe.f Standard WAP o« GPRS rates Please road your i 
SAVING ar»d SET! ING the Java Game 


JAVA GAMES 


22456 

WWECage 


MONTOYA 


80 s freeway classic 

22491 

. OutRoad a 


?0fl3 f Usurtnlt *• 

22258 22227 22356 

Nightmare Creatures Rugby Challenge 50s n 100s 
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Montoya Challenge 


„ #122443 
True Crime 
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Crash n’ Burn 


FREE X7 

CLIMBING 


22218 
X-Men 2 


,RftVHA »4 

tfGQLE 


NO I GAME 


22470 

JM 

Snowboarding 


22261 

Rayman Golf 


22370 

Ancient Empires 


22262 

Siberian Strike 


22467 

Free Climbing 


iimtsi 


I 22457 
Moto GP 




22494 
5 Rings 
Decathlon 


22461 

WWE Hardcore 


22488 

Horse Shoes 


22125 

Moorhen Kart 04 


rm-^i 22142 


22397 22478 

Dream Team Soccer MobilePet Monkey 


39015 

Real Soccer 


22265 

Splinter Cell 


HOU/ TO 0?DE? A POLYPHONIC TONE O? U/ALLPAPE? 


HO 11/ TO 0?DE? A JAVA GAW\E 


1. Start a new sms 

2. Type the letters gp then a space 

3. Type the code of the chosen tone/wallpaper 

4. Send the SMS to 1889951 ✓————\ 


example: 


1. Start a new sms 

2. Type the letters gp then a space 

3. Type the code of the chosen game 

4. Send the SMS to 1889952 


6P SPR« PRODUCT C00C 

S4.50 


to order "Splinter Cell' 


to order "Hey Ya' 


Only the following phones can currently receive 
those colour wallpapers Nokia 3100. 3200. 5100. 
6100 6108 6610. 6800, 721Q. 7250i. SonyEncs-son 
1610 t630, /600 Your phone must lie GPRS or 
er will also charge you thoir standard WAP of GPRS 
l SAVING and SETTING the wallpaper 


POLYPHONICS 


Pof**o 


instruction* reg .1 


MOST POPULAR NEW 

Black Belly - Spiderbart — .15911 The Jump Off - Lit Kn 

My Band -01? 15974 talk About Our Love 

Yeah - Ludacns And Usher 15977 Never lemme Oown 

Rocky - Eye ol the Tiger 15037 0 PP - Naughty By Na 

: Zebfa *> h " Bu,l « T "° 15944 If I Amt Got You Al.c 

Sw’t Home Alabama - lynyrd Skynyrdl5041 Happy Valentines Day 

Eamon -Oont Want You Back .15999 Grand Finale - DMX. 

; SugaSuga -Baby Bash 5915 0 , P It Low - Christina 

i Tone - Brilney Spears 15902 n r. r . 

Hey Ya - Outkast 15741 r^ k ,t'^Beast. 

! I Miss You - Blink 182 .15909 “ ° 0 ul 7 Be * st 

Ice Ice Baby - Vanilla Ice 15102 Bab Y Go * Ba " ' X 

Beverly Hills Cop - Theme 15026 Wlention - Ketis 

Sandstorm - Darude 15062 Ab,e To Lovc Benn V 

Hey Mama - Black Eyed Peas 15889 Break The Habit - L«r 

Blister In The Sun - Violent Femmes 15749 You Make Me Wanna 

Super Mario - Th 
Sex and the City 
Cocaine 


38615 


38561 


38-196 


Born Slippy - Underworld. 15935 

80 s / RETRO 

Wild Thing - The Troggs...15997 

Brown Eyed Girl - Van Morrison 15039 
27052 Superstition - Stevie Wonder 15156 

27049 Hey Mickey - Ton Basil.....15194 

27048 TakeOnMe-AHa. 15112 

^ ALTERNATIVE / PUNK / ROCK 

Take Me Out - Fraw Ferdinand . Z7004 

Look What Youve Done -Jet. 15992 

Figured You Out - Nickelback . 15993 

Way 2 Damn Good - Nickelback 27000 

Figured You Out-Nickelback . 15038 

Beautiful People - Marilyn Hanson . 15061 
Bitter Sweef Symphony - The Verve . 15027 
My Immortal - Evanescence _ 15759 


15598 


23720 


23077 


23411 


OANGER 


POP 

Drive - Shannon NoU.. 15976 

27029 Billie Jean - Michael Jackson. 15819 

15374 Blister In The Sun - Violent Femmes 15749 

27040 Drive-ShannonHott._.15976 

15011 Billie Jean - Michael Jackson .15082 

15868 Tainted Love - Don Pancho.. 15096 


RAP/HIP-HOP 

Roses - Outkast. 

Cant Touch This - MC Hammer 
One Call Away - Chmgy 

In Da Club - 50 Cent_ _ 

X Gonna Give ft To Ya - DMX. 


23731 


23081 


23495 


23787 


23410 


FOR MORE INFO OR ASSISTANCE GO TO WWW MOB ILEGAMES.COM ,AU 






































































Music by Dino Scatena 


This issue we leave music CDs and DVDs behind and head online, 

picking the top sites for downloading and buying music. Bookmark them now! 


ULTHTIRTE BRHD LIST 

uuuiu.ubl.com 

Celebrating its 10th birthday this year, UBL is a 
one-stop website for all your music needs. Its 
download section, which includes a top 100 chart 
of the most popular files, offers countless free 
downloads and full-song streams of the biggest names in the biz. Also 
features the best music news page on the entire web with links to every 
other site that matters. 


THE mTERMET RRCHIUE 
www.archiue.org 

Probably the most fascinating site on the web, 
full-stop. Aside from offering 10,000 copyright- 
free concerts to download, the site also features 
a library of US government films from the past 
century, as well as a unique feature called the Way Back Machine: type in 
any web address at it will show you what that site looked like at any date 
in its history. 


ARTIST 

directs 


A 



iTunes 

www.apple.com/itunes 

Of course, if you own an iPod and live in 
Australia, you're only still getting half the value 
of the unit. For whatever reason, Apple is yet 
to launch its iTunes network locally. In fact, it 
only opened shop in Europe in June and there's 
still no date set for us. However, at home in the US it has already proved 
enormously popular, selling 70 million songs in its first year online and now 
featuring a catalogue of 700,000 tracks. 



BiGPorm music 

bigpondmusic.com 

While iTunes takes its sweet time getting 
Downunder, Australia now has three legal music 
download portals of its own — ninemsn and 
Destra being the other two. All three offer pretty 
much the same service, featuring collections of some 200,000 songs, each 
costing between $1 or $2 apiece. All the sites offer free 30-second samples 
of their wares, and a couple will let you stream full tracks for a few cents 
(wow, like, thanks a lot — time to throw out the radio). 



fimfizon 

www.amazon.com 

The world's most successful online supermarket 
also doubles as the greatest listening post ever 
devised. Featuring hundreds of thousands of CDs 
to browse, virtually all of them also offer 30- 
second samples of tracks off each disc. Sure beats begging some deadbeat 
in a record store to let you have a listen to the record you're contemplating 
spending 30 bucks on. 


5HRRII1G THE GROOUE 

www.sharingthegrooue.org 

Also exploiting the BitTorrent file sharing 
system, Sharing The Groove brings 
together a community of half a million music fanatics who 
(apparently) legally swap bootlegs — recordings of live gigs or demo 
versions. There are dozens of new offerings daily, everything from 
a 10 CD set of The Beatles' BBC sessions to the most recent 
Radiohead concert. 


amazoncom. 




NAPSTER 

www.napster.com 

Once the bane of the international music industry, 
the old Napster has now gone legit, in name if 
nothing else. Napster now is, according to its 
site, "the legal, safe and easy way to discover 
and share the most music". Much like Apple’s iTunes, it allows access to 
700,000 songs, or 65,000 albums from 45,000 artists. Of course, the new 
corporate Napster has virtually nothing to with the original file sharing tool. 



LAUNCH 

music ON^XHoO! 


LRUMCH 

launch.yahoo.com 

Taken over by Yahoo a few years back, Launch is 
the web's best broadband, video-on-demand site. 
With thousands of videoclips in its library and an 
excellent search function, you need never stay up 
all night watching Rage again. The site now gets new clips as soon as any 
of the TV networks do is always right up-to-date, but also features full clips 
dating back to the early 1980s. 


5UPRMQUR 

www.suprnoua.org 

If you're a thief, there’s still plenty of places where 
you can knock off all the free music you want. 
Naturally, Game Pro will have to turn you over to 
the authorities if we find out you're actually doing 
this but, for argument's sake, you can check out supernova — a links page for 
the BitTorrent P2P system — which has hundreds of new CDs on offer daily. 


E-TREE 

db.etree.org 

Working on a similar basis to Sharing The Groove, 
E-Tree takes a narrower approach to what it offers, saying it only provides 
music from bands that overtly allow their gigs to be taped by fans. So 
this is some sort of heaven for Deadheads (fans of The Grateful Dead) or 
admirers of Phish. The guy who invented BitTorrent actually used this site 
as his test project. 
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CQDL5TUFF 

We test out the coolest gear and gadgets every issue... 
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ATI ALL-m-WOnDER 9600 XT 


Make no mistake, the next-generation of PC games are going 
to require top tier graphics cards, such as this little beauty. In 
terms of speed, it is one of the fastest cards on the market 
and equal in quality to its Radeon 9600 XT brethren and the 
Nvidia 5700 range. On top of this, it provides full TV in/out 
and tuning functionality, essentially turning your PC into its 
own little home entertainment system. This is what gives the 
All-ln-Wonder series its edge and it works quite well, providing a smart, 
hassle-free remote to operate the various modes. 

Of these, the ability to record your favourite TV programs directly to 
your hard drive is the highlight, but you can also listen to and record live 
radio and even have the TV running in the background as you use an 
active window. Naturally, you have to be planning to utilise these features 
to warrant the extra costs over a straight out graphics card. Plus, be aware 
that upgrading to a non-ATI card later will negate 
these benefits. 

AIW9600XT 
Price: $440 
Distributor: Kingmax 
Phone: (02) 9648 4658 
(03) 9551 8298 
URL: www.kingmax.com.au 


COOLER THRI1 COOL 

If you are looking for a cooling device that can blow a gale 
within the confines of your PC and in turn keep your CPU 
operating optimally, then the 3D Cooler is definitely for 
you. It contains a speed-adjustable fan that is capable of 
spinning at up to 4000rpm, at which setting it pushes air 
through the fins of its attached heatsink with great ferocity. 
Heatpipe technology is used to transfer heat from the CPU 
to the heatsink, and plenty of thermal paste is supplied in 
the package, too. The cooler suits either Pentium 4 or AMD 
CPUs, and it has a cool blue LED light display. 

Gigabyte 3D Cooler 
Price: $73 
Distributor Synnex 
Phone: 1300 880 038 
URL: www.synnex.com.au 



mio-BUTTon mflc-LiKE mousE 


Available in white, silver and black, The Mouse by MacMice looks pretty 
dam similar to the single-button optical Pro mouse that Apple bundles 
with its computers — but it adds a second button and a scroll wheel, 
and comes in slightly cheaper. Definitely useful for users wanting to take 
advantage of OS X’s contextual right-dick menus, the mouse also works 
with Windows PCs to offer a dassy control method that is ideal for 
entertainment/games PCs, for example. 

The Mouse by MacMice 
Price: $85 

Distributor MacSense Australia 
Phone: (02) 9319 2288 
URL: www.macmice.com 
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GOING WITH THE FLO 

Gamers around the world will appreciate this latest 
innovation in controllers. You know the scenario: 
holed up in a dark, dingy room with no natural 
light, playing your game for hours on end. The room 
temperature can start to rise as various electrical 
components emit enough heat to cook a small 
meal. The result? Sweaty hands, of course. The 
AirFlo controllers are powered by USB connection 
and feature small, speed-adjustable fans inside. 
Coupled with rubber grips and small pore-like 
holes to distribute the air, the controllers make 
for comfortable, sweat-free gaming. The AirFlo 
controllers are also available for the PS2 and Xbox. 






TiTHnium 
USB 2.0 

STORRGE DEUICE 

Claiming to be the most rugged USB 2.0 flash 
storage device in the world, the Cruzer Titanium 
is, as its name suggests, coated in titanium and should 
withstand just about any drop test. Using the fast USB 2.0 
interface, the Cruzer can write data at 13MBps. It should start 
shipping to Australia in May. 

SanDisk Cruzer Titanium 
Price: $375 

Vendor Brightpoint Australia 
Phone: 1300 300 213 
URL: www.sandisk.com 


LIQUID CRVSTHL DISPLAY TELEVISIONS 

LCD televisions are gradually replacing plasma-screen models because they 
are becoming more affordable and have a longer lifespan. These ultra-slim 
models from JVC aren't just TVs, though, because you can also connect 
them to your PC and use them as monitors. Incorporating Dist (digital 
image scaling technology), these televisions should give a high-quality 
image. Expect to see a number of models, including a 42in flat panel 
plasma, launching in Australia soon. 

JVC LCD TVs 

Price: $4,999 (26"/66cm), $5999 (32'781cm) 

Vendor: JVC 

URL: www.jvc-australia.com 


mORE THAN R NIOBILE 


Mobile phones have been shrinking — until now! New 
design forms are emerging to handle the added 
wizardry under the hood, plus screen sizes bigger 
than a postage stamp to display images, video and 
more. Siemens' latest 110g phone, although no 
lightweight, is certainly easy to hold and use. 

Its keys are built into the side of the phone, 
which attracts attention but also makes 
text messaging slower than normal — for 
some users, this may be a big turn off. The 
joystick toggle was a breeze to use for navigation, and the 
65,000-colour TFD (Thin Film Diode) screen, with 176x220 pixel resolution, 
made for bright clear images under any light conditions. I liked the fast FM 
radio auto scan feature, and the clear snaps the camera took in most light 
conditions. If you do need an all-in-one video player, camera, PDA, MP3 
player and FM radio in one — then give this device a look! 

Siemens SX1 

Price: $1099 (includes a 64MB MMC) 

Vendor Siemens 
Phone: 1300 665 366 
URL: www.my-siemens.com.au 


oW<o 


NYKO AirFlo controllers 

Price: $49.95 (AirFlo mouse or gamepad) 

Distributor Conexus 

Phone: (02) 9975 2799 

URL: www.conexus.com.au 


PEN SCANNER 

Resembling an ordinary pen and weighing about 
85g, the Wizcom SuperPen is a scanning 
and translation tool. You should be 
able to store up to 2000 pages 
of information, and the text-to- 
speech technology means you 
can scan a line of text and have 
it read back to you. Scanned text 
can be transferred easily into most 
Windows-based applications. 

Wizcom SuperPen 
Price: $327.00 (plus shipping) 

Vendor IT Education Company 
Phone: +64 3 526 6235 
URL: www.wizcomtech.com;www.itecnz.co.nz/products/wizcom/ 
superpen.htm 
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IHittUiUt 

By Elias Plastiras 


ADSL MODEMS 

With broadband pricing in Australia finally falling, there's never 
been a better time to get online and kick some ass. Here are some 
ADSL modems you may want to investigate... 


Billion BIPRC 5100R 

DESCRIPTION: The 5100A is lightly constructed 
and carries a matching lightweight price tag. 
Nonetheless, it has an abundance of features. Its 
built-in four-port switch, which almost classifies 
this modem as an all-in-one, makes it perfect for 
the budget-conscious user who wants to share 
a broadband connection over a small LAN with 
minimum fuss and expenditure. 

Setting up is simple via its Web interface. Once 
you log in, you will see that this modem can 
be used as a router and a DHCP server. Basic 
security settings are included to help prevent 


incoming Internet traffic from accessing preset 
ports. The Web interface contains 
a fast and easy wizard for setting 
up your ISP connection. The DHCP 
server is enabled by default, but 
we turned it off during testing in 
order to implement port forwarding. 

Individual ports or port ranges can 
be specified. 

Users who want to run a Web 
server with this modem can do so 
and Dynamic DNS service details 
can be added if you don't have a 
static IP address from your ISP. 


SUPPORT: The Billion Web site contains 
downloads for updated firmware and manuals, 
and there are support forums for users to 
research and post questions. In addition, Billion 
support can be reached via a 1300 telephone 
number seven days a week. 

VERDICT: The modem performed splendidly on 
the Internet, consistently downloading files faster 
than 52KBps and simultaneously transferring 
large 100MB files over the 10/100 network 

switch very quickly. This modem 
is recommended for the user who 
wants an inexpensive unit that can 
provide a framework for reliable 
wired networking and Internet 
sharing. 

Inexperienced users who want 
to start dabbling in networking 
will find this a good unit to start 
with, and its extensive support is 
a bonus. These factors make this 
modem a Best Buy — and we 
would recommend it strongly. 



Dynalink RLE800 
USB modem 

DESCRIPTION: Like the internal Dynalink ADSL 
modem (below), this modem's installation is not 
very user-friendly, and you must ensure that you 
follow the instructions on the provided 
Quick Setup Guide before you .... ; ; 

plug it in. The driver CD 
does not autorun and 
the setup program 
must be initiated 
manually. The software 
must be installed before 
the modem is plugged in and 


you must make sure that you install the correct 
driver for your ISP (e.g., the PPPoE driver). When 
prompted, you must plug in the modem and 
then restart the system. 

The installation program will place a dial-up 
link on your Desktop which must be used to 
connect to your ISP. As with the other 
Dynalink offering, there is no Web 
interface. There are also no extra 
features to tinker with. A status 
monitor in the System Tray will 
reflect the modem's current state. 
SUPPORT: Little can go wrong with 
this modem in terms of settings, but if you 
have trouble with the installation or setup call 


Dynalink's free lifetime tech support line. Any 
other problems can be tackled via the Web site’s 
support section and via technical support e-mail 
addresses. Dynalink does not have user forums. 
VERDICT: The modem performed very well and 
we had no problems connecting to our ISP or 
downloading large amounts of data. Download 
speeds were consistent and the modem stayed at 
or above 52KBps during our file download tests. 
This basic modem is suited to users who do not 
want anything fancy and are perhaps looking 
for a replacement for their current modem. 

Users who access their ADSL connection via a 
notebook may appreciate its small size, which 
will nicely complement a notebook on a desk. 



Dynalink RLH181 

DESCRIPTION: For users who want simplicity and 
no extra dangly bits hanging off their PC, then 
Dynalink's internal ADSL modem is the perfect 
solution. Slotting into a free PCI slot, the modem 
has one RJ45 jack on its mounting bracket for 
your phone line. Software driver installation is 
not very user-friendly, however, as the supplied 
CD-ROM does not have an auto-run program. 
Instead, you have to go through Windows XP's 
Add New Hardware wizard and let it find the 
driver on the CD. Once the modem has been 
installed and configured, you must select the type 
of encapsulation method your ISP uses (for most, 
it is PPPoE), and an ISP connection can be made 


by double-clicking the dial-up icon on the desktop 
(just as you would for a dial-up connection). This 
prompts the user to supply username and password 
login details. Once connected, the connection details 
will appear in your System Tray, where you can view 
your speed and data transfer statistics. 

SUPPORT: Little can go wrong with this modem in 
terms of settings, but if you have trouble 
with the installation or setup 
call Dynalink's free lifetime 
tech support line. Any other 
problems can be tackled via 
the Web site's support section 
and via technical support e-mail 
addresses. Dynalink does not 
have user forums. 


VERDICT: We had no problems using this internal 
ADSL modem and its download speeds were 
consistently over 52KBps throughout our testing. 
It is recommended for the user who is not fussed 
with extra features or does not want bulky 
devices to be externally connected to their PC. 

It could be used in situations where a PC is not 
physically secure, as the internal 
modem means that you can lock 
the PC case and the PC itself 
without needing to think about 
securing external devices. It also 
means that you don't have to 
use up an extra power point, 
because the modem gets its 
power from the PCI bus. 
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□ -Link DSL-302G 



DESCRIPTION: This compact unit can be 
attached to a computer using either its 
Ethernet interface or its USB interface. 

It ships with a quick installation guide and 
drivers, which must be installed before the 
modem is connected via the USB port. Utilising 
the modem via an Ethernet port is simply a 
matter of plugging it in and using your 
Web browser to access its configuration page. 
You must know various settings regarding 
your ISP setup in order to establish a connection, 
such as which protocol is needed (PPPoE LLC or 
VC-Mux), and whether PAP or CHAP security is 
used. Once connected, you can view your 
ISP-assigned IP and DNS addresses in addition to 
connection speed and uptime. This was one of 
the more fiddly modems to set up because of 
the need to know the precise protocols for 


connection (it could not detect them 
automatically). You may have to call your ISP 
if you are unsure, particularly considering that 
the default setting of this modem is PPPoA 
VC-Mux. 

However, the help pages in the Web 
interface itself (a great convenience) are very 
well detailed and cover every aspect of the 
modem. This is great for new users who are 
unfamiliar with or want to learn more about 
particular functions of this modem. 


SUPPORT: D-Link's Web site has a few 
documents regarding setup, with guides for a 
couple of fussy ISPs and even an Xbox live 
guide available. Drivers and firmware are listed, 
but there are no forums for user discussion. 
Technical e-mails can be sent through the site, 
and there’s a 1300 telephone number if you 
need to speak to someone. 

VERDICT: During regular Internet use, the 
DSL-302G had consistent download 
speeds over 52KBps, which is excellent. 

Whether connected via Ethernet or ADSL, 
the modem's interface is identical — and so 
was its performance in our testing. 

Although it only has one Ethernet port on its rear 
and does not feature a hub or switch, Internet 
sharing can be accomplished by installing a 
switch. However, if you want to share across a 
network, then a modem with a built-in router 
is recommended. 


lletComni I1B1300 

DESCRIPTION: This simple and popular solution 
from Netcomm has a built-in router and 
DHCP server, which can be used in 
conjunction with a switch, as this unit has 
only one Ethernet port. A four-port version 
(NB1300PLUS4) is available for $50 more. 
NetComm does a terrific job of supplying clear, 
in-depth and relevant information in its product 
manuals, and this modem is no exception (there 
are 83 pages of documentation). Everything 
you need to know about this modem is in the 
manual and it shows you how to implement all 
the features, complete with screen shots. The 
One Page Configuration in the Web interface 
is very simple and will get you connected in no 
time. The Advanced settings allow you to play 


with all the juicy features, such as the 
DHCP server and port forwarding options. 

Virtual servers are very easy to add and 
you can specify port ranges rather than 
just individual ports. Dynamic DNS services 
are also supported, if you happen to 
have one. 

SUPPORT: NetComm’s Web site 
has a lot of information that 
will help the inexperienced 
networking and 
broadband user. 

There is a substantial 
glossary and you can query 
NetComm if you find a term that 
isn't listed on the site. The site also has 
updated firmware (if required), and a knowledge 
base that answers common questions about their 


products. The only thing missing from the site 
is a user forum, but this is offset by the ability to 
query NetComm staff directly. Video guides are 
also provided on the CD. 

VERDICT: This modem was very solid in our 
connectivity tests, during which it maintained 
throughput over 52KBps over various large 
downloads. It is recommended for the 
user who wants an easy-to- 
install, well-supported 
stand-alone modem and 
is not too concerned 
about networking or 
connection sharing. If 
connection sharing over a 
wired network is desired, then the 
NB1300PLUS4, which contains a 
four-port switch, is a much better proposition. 



STAND-ALONE MODEMS 

BILLION BIPAC 

5100A 

D-LINK DSL-302G 

DYNALINK ALH181 

DYNALINK ALE800 

USB MODEM 

NETCOMM NB1300 

Price 

$99 

$179 

$129 

$149 

$199 

Warranty 

2 years 

3 years 

1 year 

1 year 

3 years 

(with free registration) 

Phone 

1800 201 202 

1300 766 868 

1800 653 962 

1800 653 962 

(02) 9424 2070 

URL 

www.pcrange.biz 

www.d-link.com.au 

www.dynalink.com.au 

www.dynalink.com.au 

www.netcomm.com.au 

Phone support 

Yes 

Yes 

Yes — free 
lifetime support 

Yes — free 
lifetime support 

Yes 

Interface 

Ethernet 

USB/Ethernet 

PCI 

USB 

USB/Ethernet 

Line filter included 

Yes 

No 

Yes 

Yes 

Yes 

Extra features 

4-port 10/100 
switch with router 

None 

None 

None 

Router 
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GfllTIES 


It's been four years since the Sydney Olympics, so it's time 
to whip the ol' volunteer T-shirt out of retirement and 
wander around the streets offering people meaningless 
advice and suntan lotion. Of course, for more fun you 
could try a retro favourite which started the multi-sport 
videogame craze - California Games. 


n 1987, the youth of the world 
was taking its first tentative steps 
towards generation X and for many, 
the gateway was a Commodore 64 
(and later Nintendo) title by the name of 
California Games. Before 'sick', 'xtreme' 
or even ‘rad’ had snuck their way into 
popular vocabulary, their spirit was 
embodied within this very title. While 
idiots worked up a sweat over Summer 
('83) and Winter Games ('85), cool dudes 
were rocking it out in funked up affair 
such as, urn, footbag. 

Don't laugh — footbag was a damn 
good place to pick up some extra points. 
You could wow the crowd by dropping in 
the odd 360 or by taking down the native 
wildlife with a well aimed bag-blow. Even 
today, uni students will amass at lunch to 
kick about a hacky sack — still living the 
dream. But believe it or not, there were 
sports even cooler than that available in 
California Games. 

Such as Surfing, where you can 
hang-10 deep in a pixelated pit, cruising 
up to the lip to bust huge airs — just 
remember to land in the same direction 


you launched. There was skating, 
where sand, beach balls and banana 
peels could have you eating tarmac in 
spectacular fashion. Then there was 
crowd favourite, the BMX: Ferocious 
pedalling intermitted by massive jumps 
— but it could all come to a crashing 
halt with an ill-judged forward-flip 
placed a permanent kink in your neck. 

Sure, there were some weak points. 
Like Half Pipe — how the hell did you 
do egg-plants! And what was the caper 
with Flying Disk? OK, so occasionally 
you would come across some freak that 
could actually nail a diving catch every 
time — but for most gamers, it was an 
annoyingly hard, quickly forgotten event. 

Still, the gaming world owes a massive 
debt of gratitude to the brilliant California 
Games. Without it there would have been 
no Tony Hawk, X-Games, Point Break or 
Jackass and we would all be into pole- 
vaulting and shot put. Yet the question 
still remains, will the gaming world ever 
again be filled with the cries of, "No! It's 
my turn to be sponsored by Santa Cruz!"? 
We hope so... 





I1EXT ISSUE: Doom 3,5ims 2 , KOTOR II: The Sith Lords, 
Half-Life 2 , Burnout 3, GTR: San Rndreas & loads more... 

Hext Issue on-sale September 6th 
For regular updates go to umiui.gamepro.com.au 













































SERIOUS BROADBAND 
FOR SERIOUS GAMERS. 


If you're serious about your gaming, you need a super-fast Broadband Internet 
connection for all your online games. 

Bigblue Internet now has a great new range of both 512 and 1500 plans to give 
you the speed you need at a price you'll love. Check em out! 

So join Bigblue now and join the rest of the online gaming community today! 

Live-gaming image shown above taken from Socom II: U.S. Navy Seals 





Also, sign up now on any Bigblue Broadband plan for a minimum of 12 
months and receive 3 free issues Australian GamePro Magazine at no 
extra cost. It's your ultimate game plan. 


























- Powered by AGP 8X ATI RADEON X800 PRO Visual Processing Unit (VPU). 

- Increased 256-bit with GDDR 3 memory interface delivers the bandwidth 

for real time 3D gaming. graphics and barrier free performance. 
Support for Microsoft® DirectX® 9.0 programmable vertex and pixel shaders. 
- Integrated 12 parallel rendering pipelines for Incredibly fast 3D graphics. 


Powered by AGP 8X ATI RADEON 9550 Visual Processing 

Unit (VPU). 

- Supports 128MB DDR memory for today demanding 
ki games. applications. effects and animation. 

B - Enjoy better performance and 3D imagery In 

■ multimedia, games and applications with Microsoft 

DirectX® 9 optimized architecture. 

■ - SMARTSHADER™ 2.0 technology supports Microsoft® 
W DirectX® 9 feature sets, enabling more complex and 

cinematic-quality lighting effects. 


Powered by the AGP 8X. RADEON 9600XT Visual 
Processing Unit (VPU). 
■ TV-ON-DEMAND records programs on your hard 
drive, pauses live TV and resumes broadcasts on 

your schedule. 

- New! Use FM-ON-DEMAND to record radio 
programs and play them back just a click. 
- THRUVIEW creates live, translucent TV. video 
and DVD windows for easy desktop access. 
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